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Arithmetick would erre exceedingly^ 

Forgetting to divide and multiply : 

Geometry would lose the Altitude , 

The crassie Longitude and Latitude : 

And Musick in poore case would be o re-throwne, 

But that the Goose Quill pricks the Lessons downe . 

Taylor, 1630. 



PREFACE 

Nearly everyone finds it easy to remember and to repeat, even 
after a long interval of time, any story which has taken his fancy, 
but it is quite otherwise when a game or a trick has to be described 
or shown. This is doubtless because a game must be described 
exacdy, whereas a story can be varied within wide limits so long as 
its point is remembered and led up to in proper sequence. This 
book, which was originally a collection of concise notes, to aid a 
defective memory, is now presented in practically the same form, to 
children of all ages from ten to three score years and ten, in order to 
remind them of those simple games and tricks which they will have 
forgotten. 

It is hoped that it will be of some service to invalids who desire to 
occupy the weary hours of convalescence with pastimes different from 
those usually indulged in, and that it will enable those unfortunates 
who have left childhood behind them to return for a moment to that 
blissful state from which the wise take care never to depart. 

R. M. ABRAHAM. 



Fitzroy Square, W.i. 
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BY 

THE CHIEF SCOUT 

The Author , in his Preface , implies that this book is for people between 
ten and seventy years of age. I rather resent this limitation. 

I know a man of seventy-five who has enjoyed learning several new 
parlour tricks from it in addition to reviving his memory of many old 
ones — and that's me ! 

But I recognise also in this book a Treasure Store of games and piqfles 
for Scouts and Guides , Cubs and Brownies , and, more especially for 
those of them who are “ Handicap tsf that is, unable to get about much 
and largely confined to their rooms or beds. For them these pages will 
bring many happy hours of interesting occupation. 

The Author will thus draw upon himself the blessing both of the 
youngsters for this fun and of their Scout leaders for the valuable recreative 
suggestions he has given them. 
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SPELLING OUT THE CARDS 

This arrangement of cards is attributed to Lewis Carroll, the 
author of “ Alice in Wonderland.” The lay-out of the cards will 
seem rather tedious the first time it is done, but once the method is 
grasped the operation does not take very long. The final result 
comes as a surprise to the onlookers if they have not been told what 
to expect. 

Lay down face upwards the ace, 2, 3, and 4 thus : 
1234 
and below the four cards 

2468 

Then on the lower row place cards with pips equal to the sum of 
each upper and lower pair of cards in the row thus : 

1234 

3 6 9 Q 

Note that Jack counts 11, Queen 12 and King 13. Then continue 
building up the lower row in the same way, which will at the third 
move show thus : 



2 




1 

4 



8 



3 

12 



4 
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Note that 12+4=16 and 16 — 13 = 3, so place a 3 as shown. 
When all the cards are exhausted the packs will be thus : 

1234 

K K K K 

Then take up all the cards, turning them face downwards as they 
are lifted, in the following order : 

K, 4? K, 3, K, 2, K, 1. 

The King on the right will therefore be at the bottom of the pack 
and the top card will be an ace. 

Then deal the first 13 cards out singly face downwards in 3 rows 
of 4 cards and one over on the extreme right bottom comer. This is 
the order in which they should be laid down : 

1234 

5678 

9 10 11 12 13th 

Tl\en continue dealing out the next 13 cards, but start by covering 
the 2nd card, missing out the 3rd, covering the 4th, 6th and so on 
twice round until the 13 th card is placed on the 13 th of the first deal. 
The next lot of 13 cards should start by covering the 3rd card missing 
out the 4th and 5 th, covering the 6th and so on until you arrive at 
the 13th card. Then the las*t 13 cards should be started at the 4th 
card, miss out 3 cards, and cover the 8th and so on. You will now 
have 13 packs each consisting of 4 cards. 

Then take up, still face downwards, the 13 th pack, then the 12th, 
nth and so on. The last pack taken up will therefore be the top 
left-hand one. Then spell out ONE, throwing out face downwards 
a card as each letter is sounded, but turning up the card on the sound 
of the last letter of each number. 

Continue spelling TWO = 2, THREE = 3 — J A C K, 
QUEEN, KIN G — always turning up the card on the sound of 
the last letter. All the cards will come out in sequence. 
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PICKING OUT ANY NAMED CARD FROM THE PACK 



Remove the court cards from the pack and lay down the remaining 
40 cards face upwards in this order : 



Diamonds 1 
Hearts 10 

Spades 9 

Clubs 8 



234 
1 2 3 

10 1 2 

9 10 1 



5 

4 

3 

2 



6 7 8 9 10 

56789 
45678 

3 4 5 <>7 



Then take up the cards face upwards, starting at the bottom left- 
hand corner and working upwards thus : 8 of clubs, 9 of spades, 
10 of hearts, ace of diamonds, then 9 of clubs, 10 of spades, ace of 
hearts, etc. The 10 of diamonds will therefore be the last card taken 
up. 

Then deal out the cards one by one face downwards in 4 rows of 
10 cards. The 8 of clubs will be at the top left corner and the 10 of 
diamonds at the right-hand bottom corner. The audience may now 
ask for any card in the pack, and the player will be able to turn up the 
named card without hesitation. The solution is as follows : 

If any diamond is asked for you simply multiply the number by 4 
and this will give you its position in the lay-out. For example : 

If the 10 of diamonds is asked for then 10 X 4 = 40, and this 
card will be number 40, z.e., the card on the right bottom comer. To 
find the position of any heart multiply by 4 and add 3. For spades 
multiply by 4 and add 6, and for clubs multiply by 4 and add 9. Thus : 



Ace of diamonds 1X4 = 4th card. 

4 of hearts 4X4 + 3 = 19th card. 

5 of spades 5 X 4-f 6 = 26th card. 

9 of clubs 9X4 + 9 = 45th card. 



The 45 th card will really be the 5 th card from the top left corner. 
After a little practice the calculation may be made very quickly, and 
the card turned up almost as soon as it is asked for. 



6 
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TURNING OVER THE CARDS 

Set out any ten cards face downwards thus : 

□ □ □ □ 

□ □ 

□ □ □ □ 

The player is required to start from any turned down card, miss out 
two cards, turn the 4th card face upwards, and to continue doing this 
until all the cards but one are face upwards. 

The solution of this trick is simple and easily remembered. It is, 
always to arrange your starting point so that you will turn up the 
card which was the starting point of the last move. A similar problem 
worked with coins is given in No. 64. 

4 

KINGS AND QUEENS 

Arrange the Kings and Queens in the following order : 

kqqkqqkk 

Then put the top card underneath the pack, turn up the next card 
and place it on the table. Put the next card underneath, turn up the 
top card and place it on the table, and so on until all the cards are 
turned up. They will then be in this order : 

KQKQKQKQ 

Now ask one of your audience to try to arrange the cards in such 
order that they will come out as shown above. He will not find the 
solution very easy unless he lays the cards down on the table in their 
final order and works the trick backwards. Various such arrange 
ments may be experimented with in this way. 
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ANOTHER SPELLING TRICK 
Arrange the cards in the following order : 

Q418K275 10J369 

the Queen being the top card of the pack. Then spell out O N E — 
T W O — T HREE, etc., and as each letter is sounded transfer the 
top card to the bottom of the pack, but turning up and throwing out 
on the table the card coinciding with the sound of the last letter of 
each number. Thus the 1st card O is placed underneath; the 2nd 
N is also placed underneath; the 3rd E is thrown out and is found 
to be an ace. Alternatively if you wish to expose the card on the 
completion of each number then set them out in this order : 
3871 Q642JK1095 

If the order in which the cards should be placed is forgotten the 
setting may be found by working the trick backwards. 

6 

THE SUM OF THE PIPS 
(all court cards count 10) 

Ask one of the audience to turn up any card in the pack, say a 4, 
and without showing it to you, to lay it face downwards on the table. 
Then ask him to build up on the top of this card enough cards to 
make up with the pips on the first card the number 12, r.e., in this 
case 8 cards. Then to turn up another card, say it is a 6, and place 
6 more cards on the top of it to make 12. Continue doing this until 
the pack is exhausted except for any cards left over. Then without 
turning up any card you can calculate the sum of the pips on the 
bottom cards of the packs. To do this you first count the number of 
completed packs on the table. Deduct 4 from the number, multiply 
the result by 13 and add the number of cards left over. This will 
give the sum required. Thus, suppose there are 9 packs and 4 cards 
left over. Then 9 less 4 is 5 and 5 multiplied by 13 is 65 and 65 plus 
4 is 69, which will be the sum of the pips on the bottom of the 9 packs. 
If there are no cards left over the sum will be the number of packs 
less 4 multiplied by 13. 



8 
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A SIMPLER FORM OF THE ABOVE TRICK 

Proceed as in trick No. 6 until 6 packs only are on the table. Then 
the sum of the pips on the bottom of the 6 packs will be equal to the 
number of cards left over with 26 added. Thus, suppose there are 
20 cards left over then the number required will be 20 -j- 26 = 46. 



h Q 1 

10 2 

9 K 3 
8 4 

7 6 5 



8 

THE CLOCK 



Lay out the 13 cards of a suit in the form of a clock, thus. 

Ask someone to think of any hour, preferably greater than 6, and 
another person to give you a number between 15 and 25. You 
now touch various cards, apparently at random, with your forefinger 
and ask the person who thought of the hour to add one to this 
hour each time you touch a card until he reaches the number mentioned 
by the second person and to tell you to stop when this number is 
reached. 

The last card you touch when he stops you will be the hour he 
thought of. The method of working the trick is as follows : You 
mentally deduct 12 from the number mentioned and then touch 
various cards at random, but let your finger touch the 12 o’clock card 
when you arrive at the number, then touch 11, 10, 9, 8, 7 and so on, 
until told to stop, when you will find that you have arrived at the hour 
thought of. 

Example . — Suppose the number mentioned is 20, then 20 — 12 is 8. 
You touch the first seven cards at random, not forgetting the King 
so as to confuse the audience, but at the 8th touch place your finger 
at 12 o’clock, then touch 1 1 o’clock, 10 o’clock and so on, until told to 
stop. 
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TREASURE TROVE 

Tell this story, elaborating it as much as thought necessary, at the 



same time laying down the cards as 
another, in four heaps. 


shown, but on the top of one 


There were four islands 
on which there were 


A 


A 


A 


A 


four aces. 


diamonds. 

Four gendemen went to 


D 


D 


D 


D 


four small diamonds. 


search for them 
and took their spades 


K 


K 


K 


K 




with them. 

Their wives followed 


S 


S 


S 


S 


four small spades. 


them 

and took their hearts with 


Q 


Q 


Q 


Q 




them. 

There are Knaves in every 


H 


H 


H 


H 


four small hearts. 


tale 

who followed with their 


J 


J 


J 


J 




clubs, in case, etc. 


C 


C 


C 


C 


four small clubs. 



You will now have four packs with an ace at the bottom of each 
and a small club face upwards on the top. 

Then take up the four packs and deal them out one at a time face 
downwards, first a row of eight cards then another eight on the top 
of these and so on until when the 32 cards are out you will have eight 
packs each containing four cards. Pick up the right-hand pack, then 
on top of it place the next pack, finally putting the extreme left pack 
on the top. You will now have four aces at the top of the pack and 
on laying out the cards you will find that they have come back to the 
original order. When dealing out the cards into eight heaps, if you 
do this rather irregularly as in dealing a bridge hand, the fact that 
they come back to the original order will seem more surprising to 
your audience. 



10 
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DIVINING THE TOP CARDS 

This is a very old and worn trick which, nevertheless, always aston- 
ishes the audience if carried out quickly and without hesitation. Get 
someone to shuffle the cards thoroughly, and while picking up the pack 
get a sight of the top card. Lay the pack on the table and ask someone 

of the full pack and lift up the top card of another heap. Look at 
it, but do not show it yet. Then call out this card and quickly lift the 
top card of the next pile. Look at it, call it out and quickly lift the top 
card of the last heap, which is, of course, the known card and the first 
one called out. All these cards which you have named are now in your 
hand and may be shown. It is best to work this trick with not more 
than four heaps. If you use a greater number the audience will soon 
discover that the cards are not shown to them as they are picked up, 
and, moreover, they will find it difficult to memorise more than three or 
four cards, especially as they do not know beforehand what to expect. 

It is fatal to show this trick a second time. 

ii 

TO DETERMINE THE NUMBER OF CARDS MOVED 

The effect of this trick is as follows : — 

You lay down a row of ten cards face downwards and, turning 
your back so that you do not see any of the cards, ask a member of 
the audience to move any number of cards he pleases, but one at a 
time from the left of the row to the right. When he has done this you 
turn round, and without looking at the face of any card, you imme- 
diately turn up a card which has on its face pips equal to the number of 
cards which he has moved. They can repeat this as many times as 
they like, moving a different number each time, and you will always be 
able to turn up a card corresponding with the number they have moved. 

The secret of this trick lies in the fact that you can easily calculate 
the end card each time from the number previously moved. The 
cards should be laid down in the first place in this order, but face 
downwards, of course. 

123456789 io 



CARD GAMES AND TRICKS 



n 



The cards must be shifted one at a time from the left to the right, 
and this must be done correctly by the players. It is obvious that 
the first time the cards are shifted the number of cards actually moved 
will be shown by turning up the extreme right card. It is better, 
therefore, to shift say two cards yourself and thus show the correct 
method of moving. The cards will then be in the order 
3456789 10 12 

The number of cards now moved by the audience will be shown 
by turning up the 3rd card from the right. Suppose, for example, 
they move three cards, the order will then be 

6 7 8 9 10 1 2 jjJ 4 5 

and the 3rd card from the right, which is a 3, will, when turned up, 
show the number moved by them. 

Now suppose that at the second trial they move two cards only, 
then the order of the cards will be 

8 9 10 i |~Tj 3 4 5 6 7 

You now add 3 to the number moved last time, which was 3 cards, 
and on turning up the 6th card from the right it is found to be a 2, 
thus showing them that they moved two cards. You must remember 
at this stage that five cards have already been moved. 

yd Trial .— Suppose they move one card only, then we have this 
order : 

9 10 |~*~f 2 3 4 5 6 7 8 

and the card which you must turn up is 5 + 3 = 8th card, which 
is an ace. 

4 th Trial . — Suppose four cards have been moved, then the order is 
3 [T) f 6 7 8 9 10 1 2 

and as six cards have been moved already, the card which you must 
turn up is 6 + 3 = 9th card, which is a 4. 

5 th Trial . — Suppose eight cards moved, then the order is 
1234567 jjTj 9 10 

and as ten cards have previously been moved, then you turn up 
10 ~b 3 = I 3 t h card, which is an 8. 

This seems rather complicated at first sight, but a very little practice 
will enable anyone to work the trick very quickly. 
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ANOTHER METHOD 

Trick No. ii will be a failure if the audience do not move any card 
at one of the trials. 

A variation of the trick which allows for this, is to set out the cards 
as below, but using the joker as zero and counting it as the eleventh card. 

In this trick the cards are to be moved one at a time from the right 
side to the left. The first order is 

io 9876543210 
The extreme right-hand card gives the number to use at each trial 
as a key card, so that if at any time you forget the number previously 
moved you can turn this card up and look at it. The key card for the 
first trial is o, which is counted at the eleventh card. Now suppose 
three cards have been moved from right to left, and we have this order 

210 10 987654 | 3 | 

Then on turning up the nth card from the left it is shown to be a 
3 and corresponds with the number moved. 

2 nd Trial . — Move two cards ; the order is 

4 3 [2 | 1010 98765 

and as the key card at the last move was 3 then the 3rd card from the 
left when turned up is seen to be a 2, the number moved. 
yd Trial . — Move 6 cards, then 

10 9 8 7 | 6 | 543210 

and as key card is 5 the 5 th card is the 6, which is the number moved. 

It will be seen that it is only necessary to calculate what the extreme 
right card is and to turn up a card equal to this number from the left 
end in order to show the number of cards which has been moved. 

Now suppose when commencing the 2nd trial the audience refrain 
from moving a card, then the order will remain 

2 1 | o | 10 9876543 

and as the key card is 3 the 3rd card from the left will be the joker, 
which equals o. When you turn it up you will therefore show that no 
card has been moved. 
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A RUSSIAN PATIENCE GAME 

Lay out four cards in a row and throw out the smallest of any two 
cards of the same suit (ace is high). Fill up the spaces from the cards 
in your hand and throw out those on the table as long as you can. 
You will soon arrive at a point where you have four cards of different 
suits down on the table. You must now cover these with four cards 
from your hand and again throw out the smallest of a suit. You 
must endeavour so to move and throw out your cards that you get 
a vacant space, i.e ., to have only three heaps on the table. This vacant 
space may then be filled up by a card already on the table, thus perhaps 
uncovering a card which will enable you to start throwing out the 
smaller cards again. 

When you have gone as far as you can and have four cards on the 
top of different suits you must cover these with four more from your 
hand. If the spaces are obtained and filled up skilfully it is possible 
to get all the cards out unless you are blocked by getting aces on the 
top of the packs. If the game works out you will finally be left with 
four aces on the table, and all the other cards thrown out. It is, of 
course, advantageous to get the aces out and down to the bottom of 
the packs as soon as possible. 



FOUR FIVES TO COUNT SIXTEEN ONLY 

The illustration shows how the four fives can be laid down on the 
table to show 16 pips only. It will be found that it is not easy to 
work this out unless you have seen it done before. 



e 0 

v 



°o 


0 


0 




0 


♦ 


♦ 


+ 



♦ 

# ♦ 



1 4 
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POKER PATIENCE 

In this game for two or more persons each player draws one card 
from the top of the pack and places it down on the table. The next 
card as it is drawn must be laid on the table so that it touches a previous 
card either at the end, the side, or comer to comer. Twenty-five 
cards are drawn, one at a time by each player, and the final arrange- 
ment must be 5 rows of 5 cards. Each player endeavours to so lay 
down his cards that they will when added up vertically, horizontally 
and diagonally make the highest possible poker score. The scoring 
in poker is as follows : 



One pair counts 1 

Two pairs count 3 

A flush counts 5 

3 of a kind counts 6 

3 of a kind and a pair 

count 10 

A straight counts 12 

4 of a kind counts 16 

5 of a kind counts 20 



A straight flush counts 30 



5 cards of same suit. 



full house. 

a sequence of 5 cards. 

4 of a kind and the joker, 
a sequence all of the same suit. 



A considerable amount of skill is required to play this game suc- 
cessfully, and great care must be exercised in placing the cards to 
advantage. The other players’ cards must be examined as the game 
progresses, as for example, if you are endeavouring to build up 4 of 
a kind in one of your rows and the required card turns up in another 
hand, you will have to try and make that row into a full house or 
leave it to count 3 of a kind and use the cards to count to advantage 
in some other direction. 
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THE TOWER OF BRAMAH 

This game is generally worked with numbered counters, but it is 
most conveniently played with the 13 cards of a suit. It is an excel- 
lent game to pass the time during the usual after-dinner speech. 
The method of play is as follows : 

Lay down the 13 cards in a pile face upwards, the King underneath 
and the ace on the top. The game is to transfer all the cards to another 
pile and in the same order, Le. y King below and ace on the top. Only 
one card may be transferred at a time, and at no time may a card be 
underneath one of a higher number. Only 3 piles are allowed during 
the play, that is, the original pile, the one you are building up, and a 
transferring pile. 

To start play, take off the ace and place it to the right of the original 
pile. Then take off the 2, place it to the left of the pile and move the 
ace on to the 2. Then take the 3 from the centre pile and lay it down 
to the right. Move the ace to the centre, the 2 on to the 3, and then 
the ace on to the 2. 

Then put the 4 down on the left and thus keep on building until 
all the cards are in a new pile. If you are fond of arithmetic you can 
work out the number of moves required to transfer any one card to 
its proper position. Say the 6th card is to be transferred, then the 
moves which you will have to make will be (2® — 1) — (2 5 — 1) = 32 
and to complete the pile of 13 cards the number of moves will be 
2*3 — 1 = 8,191. When you have done 13 successfully try 20 ! 
The origin of this game is supposed to be as follows. At the Creation 
God placed sixty-four golden discs on one of three diamond needles 
fixed to a brass plate in the temple at Benares beneath the dome 
which marks the centre of the world. Day and night the priests 
transfer the discs according to the laws of Bramah. When all the 
discs have been transferred the world will vanish into dust. The 
number of transfers required to complete this task is 2 64 — 1 which 
equals 



1 8,446,744,073,709, 5 5 1,61 5 . 
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CARD COUNTING 



Lay down twelve cards thus : 

142857 

142857 

Move the two left-hand cards of the lower row to the right end, 
thus : 

285714 

(leave the top row unchanged for purposes of comparison). 

Thvs Avyitas A? Af t 
the left thus : 

428571 which is three times greater than the 
first number. 

Then 571428 which is four times greater. 

Then 714285 five 

and 857142 six 
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Lay down ten cards to count 18 horizontally 
and vertically. 



0 0 0 
(U 0 



0 0 



0 0 0 



!9 

Laydown nine cards to count 17 in three 
ways. 



0 

0 0 
0 0 

0@@0 
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Arrange nine cards so that they count 
15 vertically, horizontally and diagonally, 
i.e. y in eight ways. 



m m 0 

Q]®(§ 
0 0 0 
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Arrange twelve cards to count 26 in 
seven different ways. 



Hi 0 
HUH 
i 00 
00 



□ 

0 
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COUNTING UP TO FIFTY 

Lay out the four sixes, fives, fours, threes, twos and aces, i.e., 
twenty-four cards altogether. The first player takes up a card, say 
the four and calls out “ FOUR.” The next player takes up any card, 
say the six, and calls out “ TEN.” The first player then takes up 
another card, say the five, and calls out “ FIFTEEN.” Continuing 
thus the winner is the player who first reaches fifty. At any stage of 
the game there are certain key numbers which should be aimed for. 
Another and much simpler form of this game is described in 
No. 330. 




i8 
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THE SIXTEEN COURT CARDS 



Without looking at the diagrams below, endeavour to set out the 
1 6 court cards in 4 rows of 4 cards so that each row contains the ace, 
King, Queen and Knave of different suits both horizontally, vertically 
and diagonally. 



Solution 1 : 




Solution 2 : 




a 0 s 0 



111 a a hi 






Try to find other solutions. 
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PELMANISM 




A good memory for the cards which have been exposed, and the 
position in which they lie on the table is essential for a successful 
player of this game. The game can be played by any number of 
persons. Spread out a pack of patience cards singly and irregularly 
face downwards on the table. The game is to try to pick up pairs of 
cards, the player finding the greatest number of pairs being the winner. 

Each player plays in turn, the first one starting by turning up any 
two cards and, if they are not a pair, turning them down again, but 
not before all the players have seen them. The next player then 
follows on and should he turn up a pair he retains them and has 
another try. If his next two cards are not a pair he turns them down 
and the next player continues. 

A good player, when he has turned up his first card can remember 
the position of another card to make up a pair so that it is possible 
towards the end of the game to pick up four or five pairs in succession. 

The last four cards should not be played. 

If there is a large number of players two packs may be used. 
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DEMON PATIENCE 

This is probably the simplest and most popular of the many 
patience games. It is generally played as follows : — 

Shuffle the cards well and lay a pile of 7 or 13 cards face upwards 
on the right. Then lay the next four cards out in a row in front of 
you and the next card on the left above the first of the four cards thus : 

□ 

□ □ □ □ □ 7 or 13 cards. 

The game is to build up four packs in the upper row so that each 
pack is a complete suit. To do this you turn up the cards in your 
hand three at a time, i.e ., exposing every third card, and if a card 
turns up of the same number as the top left-hand card you may put it 
up at once into the top row. You can also build downwards on the 
row of four cards, but only by placing a black card on a red or vice 
versa . When an opportunity occurs you can build up on the top row 
by transferring cards from the bottom one. When a space occurs in 
the row of four cards you may fill it up by a card from the pack of 
13 cards, and it is in getting spaces and so bringing the 13 cards into 
play that the difficulty lies. Continue turning over the pack as often 
as there is any change, three cards at a time, until all the cards have 
been built up in suits in the top row. Some players put down the 
four aces in the top row and continue as above until each suit is com- 
plete. You may also transfer cards from one pile to another on the 
bottom row. In this way you can often get a wanted card out. from 
below another which is blocking the game. 
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NO. 



26. 


Drinking cup 


23 


27. 


Aeroplane 


24 


28. 


Snap dragon 


25 


29. 


Paper hat 


26 


30. 


Cutting the rings . 


26 


31- 


Cocked hat 


27 


32. 


Box of cards 


27 


33 - 


Tray 


28 


34 - 


Binder 


28 


35 - 


Chinese junk 


29 


36. 


Pine tree 


3 ° 


37 - 


Ball 


3 ° 


38. 


Ladder 


31 


39 - 


Lace cap 


31 


40. 


Tray on legs 


3 2 


41. 


A hole through the hand 


33 


42. 


Kettle . 


34 


43 - 


Cordon of police . 


35 


44. 


Bird .... 


36 



NO. 

45. Vase 37 

46. Cruet 38 

47. Tea cloth 39 

48. Cutting a hole 40 

49. Pop gun 40 

50. Aeroplane 41 

51. Paper chain decoration 41 

52. Cat box or water bomb . 42 

53. Folding a billet-doux 43 

54. Another method 43 

55. Laughing man 44 

56. Hell 44 

57. Double boat 45 

58. Windmill 45 

59. Wild man from Borneo . 4 6 

60. R.A.F. cap 47 

61. Band 47 

62. Boomerang 48 

63. Sugar tongs . . 48 



2 6 



A PAPER DRINKING CUP 

Take a piece of paper about 9 inches square and fold it across the 
dotted line A B in Fig. 1, thus making Fig. 2. Then fold B over, 




making its top edge horizontal, as in Fig. 3. Turn the paper over 
and fold A as shown in Fig. 4. The two single thicknesses C and D 
should now be turned down on opposite sides and tucked into the 
folds at E (Fig. 4), thus making the completed cup shown in Fig. 5. 
The paper can now be opened out at the top and the two comers 
F and G turned outwards so that it will stand on a table. 



23 



2 4 



WINTER NIGHTS ENTERTAINMENTS 



27 

A PAPER AEROPLANE 






£ —>*—■> 




y W 



WWW 




7 

4 

* 



Fig. 1. — Take a half sheet of notepaper and cut off a piece A so as 
to leave a square. Then crease the paper on the dotted diagonal 
lines. Reverse the paper and crease on E F. 

Fig. 2. — Bring the sides E and F together to the centre and press 
the paper flat. 

Fig. 3. — Fold the points * and y down to the bottom comer of 
the triangle. 

Fig. 4. — Turn the paper over and fold up the points a: and y to 
the top edge, pressing the crease well in. 

Fig. 5. — Open out the last fold which was only made to form 
a crease on the line B C, 

Fig. 6. — Turn the corners B and C down and over to the centre, 
press the crease well in and open out again. 

Fig. 7. — Turn the comers B and C up and over to the centre, press 
the crease well in and open out again. 

Fig. 8. — Pinch the comers B and C on the creases just made and 
press the points which will be formed, in towards the centre. 
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Fig. 9. — Turn the paper over and fold the comer D up to the top 
edge and press the crease well in. 

Fig. 10. — Open up at the two single thicknesses and insert the piece 
A . Then crease along the line A B y turning up the wings to an angle 
of about 45 degrees. By bending the tail at A the aeroplane may be 
made to loop the loop or fly in a circle. You may find that a longer 
tail than that shown will improve the performance of the model. This 
will depend largely on the size and thickness of the original sheet of 
paper used. 




Fig. 1. — Fold a square sheet across the dotted line A B so that 1 
is on the top of 2. 

Fig. 2. — Fold 1 up on to 3. Reverse the paper and fold 2 up to 3. 

Fig. 3. — Cut the two double thicknesses as shown. 

Fig. 4. — The paper when looked at on edge will be as in Fig. 4. 

Fig. 5. — Fold on the dotted lines 4 and 5 of Fig. 3 the single thick- 
ness backwards and the treble thickness forwards. Then cut 
through for a depth of about \ inch where shown in Fig. 5. 

Fig. 6. — Fold up the lower edge on the dotted line of Fig. 5. 
Reverse the paper and make a similar fold. Then ink in the eyes and 
mouth as shown in Fig. 6. 

Fig. 7. — Fold the figure up by bringing points 6 and 7 together. By 
pressing with first finger and thumb on points 4 and 5 the dragon will 
snap most realistically. 
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A PAPER HAT 



r/aA 




fig / fig 2 



Fig. 1. — Fold the sheet on line 3, bringing 1 down on to 2. 

Fig. 2. — Fold comers 4 and 5 over to the centre, making Fig. 3. 
Fig. 3. — Fold up the single thickness 6 and 8 covering 4 and 5. 
Turn the paper over and fold up 7 and 9, thus making Fig. 4. 

Fig. 4. — Open out by putting the fingers in at 10 and the hat is 
complete. 



Take three strips of paper about an inch wide and 3 feet long and 
gum them up into rings as follows : 

1st Piece . — Make into a plain ring by joining the face of the paper 
at one end to the back of the paper at the other end. 

2 nd Piece . — Give the paper a twist before joining up. The face of 
the paper at one end will therefore be gummed to the face of the 
paper at the other end. 

yd Piece . — Join the ends as before, but give the paper two twists. 

Then with a pair of scissors cut the rings right round the circum- 
ference so as to make two rings \ inch wide. The resultant rings will 
be as follows : 

1st Paper . — Two rings the same diameter but half the width. 

2 nd Paper . — One ring double the diameter, but half the width. 

yd Paper . — Two rings as first paper, but they will be interlocked 
like the two links of a chain. 

Various modifications can be made by making further twists and 
by cutting the rings a second time. 
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CUTTING THE PAPER RINGS 
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A PAPER COCKED HAT 






fig & 



First make a paper hat as shown in No. 29, and by opening out and 
folding along the vertical line 3 — 10 in Fig. 4 above, you will make 
Fig. 1. Then turn up 6 and 7 on the front, reverse the paper and turn 
up 8 and 9, thus making Fig. 2. Then put the fingers inside the folds 
and by pulling 6 and 7 and 8 and 9 apart reverse the fold, making 
Fig. 3. Next turn up edge 10 on to 7 and 8, reverse the paper and turn 
the back edge up in the same way, which will give you Fig. 4. Then 
pull out the comers 7 and 8, and the hat as shown in Fig. 5 will be 
made. 



3 * 

A BOX OF CARDS 




Bend up 6 visiting cards as shown and fit them up into a cubical 
box. If the bends are not neatly made and all of the same length the 
box will not come out square. 



28 
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A PAPER TRAY 

Fig. i. — Take a square of 
strong and not too thick paper. 
Crease it on the dotted lines 
and open it out again. 

Fig. 2. — Fold the two cor- 
ners x x to the centre. 

Fig. 3. — Fold the two edges 
yy to the centre. 

Fig. 4. — Turn the paper 
over and fold across the 
centre. 

Fig. 5. — Put the two forefingers under the parts 
A and B in Fig. 4 and open them out. Fold them 
on the dotted line in Fig. 4, pressing them down- 
wards and flattening them out, thus making Fig. 5. 

Fig. 6. — Turn the paper over and do the same fold, making Fig. 6. 
Fig. 7. — Fold the corners A , B and C to the centre, turn the paper 
over and make similar folds on the back. 

Fig. 8. — Fold D up as shown, turn the paper over and make a 
similar fold on the back. 

Fig. 9. — Pull the flaps D and open the creases, when the tray will 
be formed as shown in Fig. 9. 




f 
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TO BIND PAPERS TOGETHER 

Use a pin. If you haven’t got one fold down the corner of the 
sheets and make two cuts as shown at A . Open out and push a small 
folded piece of paper under the slot at B . 
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Look at Fig. 1, which is a view of the 
box seen from the side. The edge A should 
be folded down outwards to touch B. To 
do this you must make an inward crease in 
the middle of the side as shown by the 
horizontal dotted line and two triangular 
creases inwards in each end of the box, also 
shown dotted. When these creases have 
been made and the box flattened out it will 
look from the side like Fig. 2, like Fig. 3 
from the top, and when turned over on 
the back like Fig. 4. Put the box on the 
table with the opening downwards as in 
Fig. 4 and turn the two edges C C over to the centre on the 
dotted line. The paper will now be as in Fig. 5. Then turn the 
edges D D over almost to the centre, when you will have Fig. 6. 
Then fold the lower edge F up on to the upper edge G, i.e., fold 
along the dotted line E E y thus making Fig. 7. Then grasping the 
double thickness at E and E pull them apart and the junk will open 
out. Then pull up the flaps which will be found inside at each end, 
when the complete junk will be as shown in Fig. 8. 




3 ° 
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A PAPER PINE TREE 





Tear two strips of newspaper 
about 12 inches wide and as long 
as possible. Roll them up, not too 
tightly, placing the beginning of 
the second piece overlapping about 
2 inches inside the end of the first 
piece. Then cut the end of the 
roll longitudinally through to the 
centre in four or five places as 
shown. These cuts should be made 
about 6 inches deep, i.e., half way down the roll. Then hold the 
lower end of the roll in the left hand and pull the centre upwards, 
when the tree will be formed as shown. 




Cut out three discs of stiff paper about 3 inches in diameter ant 
with a sharp knife notch them carefully as shown in Figs. 1, 2 and 3 
Then bend A over towards B , being careful not to crease, and pas: 
this portion through the slot C. Then bend the two corners of piece : 
and pass them through the double slot D. 

Straighten out the corners and you will have the skeleton bal 
shown in Fig. 4. It will be found strong enough to withstand a gooc 
deal of knocking about, and there is no fear of its becoming undone 
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Fig 3 



Fig. i. — Cut a sheet of newspaper in the longest 
direction about 12 inches wide, and make it up into a 
roll, but do not roll it up too tightly. 

Flatten the roll out in the centre and cut away the 
portion shown, making the part A rather narrow, but 
see that you do not cut beyond the centre of the roll. 

Fig. 2. — Bend the two cylindrical portions back as 
shown, and, holding them in position with the left 
hand, pull up the top layer of the narrow central por- 
tion, when the ladder will appear as in Fig. 3. You 
can now stand the ladder up against the pine tree 
described in No. 36. These two figures are very effec- 
tive, and children are invariably delighted with them 
owing possibly to the element of surprise which they 
contain. 




Fold a square of coloured paper as shown and cut the doubled 
edges a few times. Scallop the lower edge and open out. 
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This is a more effective tray than No. 33, but rather more difficult 
to make the first time it is attempted. 



To make 

Fig. 1. — Crease a square piece of paper on A B and C D. 

Fig. 2. — Turn the four corners up to the centre. 

Fig. 3. — Turn the paper over and fold across the dotted line C D 
in Fig. 2. 

Fig. 4. — Fold F up to the top edge, turn over and fold E up on the 
opposite side. 

Fig. 5. — Put the fingers inside and reverse the opening. 
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Fig. 6. — Put the fingers underneath the two edges x and y, open 
them out, and bring edge C up to the top as shown. Turn the 
paper over and make a similar fold on the back. 

Fig. 7. — This is the only difficult fold in this tray. To make it 
fold the centre of the edge C down to the horizontal double thickness 
as shown and by putting the forefinger inside the corners of x and y, 
press these two corners out flat in a triangular form. Then turn the 
paper over and make a similar fold on the back. 

Fig. 8. — Fold edge H over on to J across the centre line, turn the 
paper over and make similar folds on the back. 

Fig. 9. — Turn the four single corners C down so as to make points 
where they join on to the double thickness. 

Fig. 10. — Turn edges A and B (Fig. 9) over to the centre. Turn 
the paper over and make a similar fold on the back. 

Fig. 11. — Turn the edge C up on the dotted line. Make a similar 
fold on the back. 

Fig. 12. — Turn edge D up as far as it will go and turn the back 
edge up also. 

Fig. 13. — Pull out flaps D and press out the sides, when the tray 
will suddenly appear. 




Fig 13 
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THE HOLE THROUGH THE HAND 

Roll a piece of paper into a tube about an inch in diameter and 
9 inches long. Hold the tube horizontally in the right hand and 
look through it with the right eye. Hold the edge of the left hand 
against the tube, palm towards you, when the object looked at will 
appear to be seen through a hole in the left hand. 



34 
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A PAPER KETTLE 




67 8 




To make . 

Fig. 1. — Crease a square of paper diagonally as shown by the 
dotted lines. Turn the paper over and crease on the horizontal 
dotted line E F. 

Fig. 2. — Bring E and F together and press out flat. 

Fig. 3. — Fold x and y down to the bottom corner. Turn the paper 
over and make two similar folds on the back. 

Fig. 4. — Turn corner y back again to its original position. 

Fig. 5. — Foldy over to the left, making the crease about half-way 
between the point B and the middle line of the paper. 

Fig. 6. — The next fold may be found somewhat difficult at first. 
You must fold Ay downwards, but as the end A is double you can 
only do this by forming a small triangular fold as shown at F. This 



PAPER. FOLDING _ 



lgle should at its upper right-hand edge coincide with the edge of 
paper underneath. 

ig. 7. — Fold the pointy to the right and press out flat. 

’ig. 8. — Then unbend x and make similar folds to those which 
e just been made on Ay. Turn the paper over and carry out the 
e operations on the other side. 

’ig. 9. — The paper should now be as shown in this illustration. 

'ig. 10. — Bring and y together and bring the two similar folds 

he back together also. Hold these parts between the thumb and 
Angers, pull slightly apart and blow into the small hole which 
be found at //, when the kettle should open out as illustrated. 
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A CORDON OF POLICE 

Tear off a strip of newspaper about 6 or 8 inches 
wide and as long as possible. Then fold over 
2 inches at one end, creasing well down, and con- 
tinue folding, thus making it into a flat roll about 
2 inches wide. 




Then cut away the shaded portion, being careful to leave por- 
ts A y B y C uncut. When opened out you will have a row of 
icemen hand in hand. 

tfany other amusing figures may be cut out, a few being shown on 
; page. 
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A PAPER BIRD 




Unless the instructions are carefully followed, difficulty will be ex- 
perienced in making the paper up into the form shown in Fig. 7. If 
the creases are carefully made the paper will assume this form naturally. 

Fig. 1. — Take a square piece of paper and crease it on the diagonal 
A A 7 pressing it well down. Turn the paper over and crease it on line 
E Gy pressing the centre portion well down, but leaving about an 
inch at each edge not so heavily creased. Do the same on line H J ’. 

Fig. 2. — Turn the two edges B A over on to the line C B and crease 
the edges well down from B to O only. 



p A?F Bx v p A! DLVxCL , 

Fig. 3. — Undo the last folds made and turn the two edges C A over 
in the same way, but downwards, creasing down the portions C O 
only. Undo these folds. 

Fig. 4. — Turn the edges C and B over on to the line A A and 
crease down from AtoO only. 

Fig. 5. — Make similar folds, but from the opposite direction. 

Fig. 6. — The paper when opened out should be like Fig. 6. The 
dotted lines show the creases on one side of the paper and the full 
lines those on the other side. The end portions at E G H and J 
should now be creased in the opposite direction, ue ., they should be 
on the same side as the diagonal A A . 

Fig. 7. — If these creases have been made carefully the four points 
A A B and C may be brought together by pinching the points A A 
so that the diagonal crease is inside. 

Fig. 8. — Bring the four points together and press the paper flat. 

Fig. 9. — Fold points B and C on the line x y and on opposite 
sides and upwards, thus enclosing the triangular part F. 

Fig. 10. — Bend point A over to the right to form the tail of the 
bird and the other point A to the left to make the beak. Hold the two 
points * (Fig. n) between the thumbs and forefingers and by pulling 
them apart the wings will flap. 




To make this vase proceed as in No. 42 until you have made Fig 
Then when making Fig. 5 do not bend the point y so far over to 
left, but make it as shown in Fig. 1 above. Then when bending / 
down make this fold narrower and the triangle in consequence smal 
Continue all the other operations as in No. 42. The result of th 
shorter bends is to make a large opening in place of the small hok 
in the kettle. The parts x and y at each side can be curled round < 
tucked in to make the handles shown in Fig. 3. 
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Fig. i. — Crease a square piece of stout paper on the dotted lines. 

Fig. 2. — Fold the four corners to the centre. 

Fig. 3. — Turn the paper over and again fold the four corners to 
the centre. Colour the two triangles shown shaded or paste a small 
ornament from a Christmas cracker on to these parts. 

Fig. 4. — Fold across the centre, bringing E up to F and with the 
coloured parts inside. 

Fig. 5. — Turn the corner G up level with the top edge. 

Fig. 6. — Turn the paper over and fold H up level with the top 
edge. 

Fig. 7. — Put the two forefingers into the opening at x and by 
separating them reverse the fold, thus forming a square. 

Fig. 8. — There are now four single thickness comers at y. When 
these are opened out the cruet should be as illustrated. 

If you now put your fingers and thumbs down into the four 
sections of the cruet and turn it bottom outwards you can, by separat- 
ing the fingers and thumbs of each hand, show the coloured part, or 
by separating the hands and closing the fingers and thumbs cause the 
coloured part to disappear. 
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fyS 

Take a piece of newspaper and fold it on the 
dotted line as in Fig. i, thus making Fig. 2. 

Fold C and D down, making Fig. 3. Then 
fold E and F down once or twice, making 
Fig. 4. Then fold the paper over on die centre 
line, making Fig. 5. Then cut portions of the 
edges away as shown in Fig. 6 or in any way 
you fancy, and the paper when opened out will 
be as shown or, of course, more elaborate if 
you have made more cuts in the edges. Note that 
portions A , 2 ?, C, D y E , F in Fig. 6 must be 
left intact when cutting out the gaps in the folded edges. If the 
bottom portion is not cut the cloth will come out as a square with 
a fancy pattern in the centre. 




F/a S 
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CUTTING A HOLE 



f 



In a piece of paper 6 inches square, to cut a hole of such a size that 
it is possible to pass it over your body. To do this fold the paper 
along the middle line and make several cuts from each side as shown. 
Then cut the doubled edge from A to B , leaving the parts C and D 
uncut. You can now open the paper out into a large ring. 




Take a piece of thin cardboard about 6 inches square and a piece 
of strong thin brown paper B about 4 inches square. Lay B on A , 
turn over the lower edges of B and gum them to the back of A along 
the shaded portion only. When dry fold both pieces on the dotted 
line C D with the paper B inside. Then hold the cardboard between 
the thumb and forefinger by the point C. Give a sharp swing forward 
and downwards when the paper B will fly out, as shown in Fig. 2, 
with a sharp report. 
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A MODEL AEROPLANE 




Take a sheet of writing paper and open it out as in Fig. 1. Fold 
the edge A over about half an inch two or three times. Then fold 
the paper on its original crease and cut the double thickness on the 
line from C to B . Crease back the wings and tail as shown, when the 
aeroplane will be complete as in Fig. 4. By a judicious trimming of 
the wings and by bending the tail it can be made to loop the loop 
very gracefully. 
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PAPER CHAIN 
DECORATION 

Fig. 1.— Fold paper 
(preferably coloured) 
across C D . 

Figs. 2, 3 and 4. — 

Fold C on to D and 
so on. 

Fig. 5 . — Make cuts 
in the doubled edges as shown. 

Fig. 6. — When opened out the paper will be perforated as in this 
figure. Make a number of these and gum the square portion in the 
centre to a similar square in the next paper. Make as many as neces- 
sary and then join the four corners to the similar corners of the next 
lot, when a very decorative chain will be formed. 
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CAT BOX OR WATER BOMB 




Fig. 1. — Crease a piece of paper diagonally as shown by the dotted 
lines. Turn the paper over and crease on the horizontal dotted line EF \ 

Fig. 2. — Bring E and F together and press out flat. 

Fig. 3. — Fold x and y down to the bottom corner, turn the paper 
over and make two similar folds on the back. 

Fig. 4. — Fold the corners A and B to the centre. 

Fig. 5. — Make two similar folds on the back. 

Fig. 6. — Fold the corners and y outwards on the front and then 

on the back. 

Fig. 7. — Fold the points of * and y inwards to the centre on the 
front and back. 
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Fig. 8. — Open out the folds A and B in Fig. 4 and tuck the four 
triangular pieces x and y into the folds. 

Fig. 9. — Blow into the small hole which will be found at P, and 
the box will open out. The completed box may be filled with water 
and will explode with a loud report if thrown against a wall or dropped 
from a height on to the pavement. 
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FOLDING A BILLET-DOUX 

Here is one of the ways our grand- 
mothers folded their love-letters before the 
invention of the modern envelope. 

Fold the bottom left-hand corner C over 
nearly to the centre line A B as in Fig. 1. 

Then fold corners D E and F in this order, 
making Fig. 2. Then fold on the line 
A B so as to bring the four corners already 
folded inside. 

Then tuck flap D under flap F, thus interlocking these 
and completing the folding as in Fig. 3. 




corners 



54 

HERE IS ANOTHER METHOD 

Fold the note over lengthwise, making 
it into a flat band about an inch wide. 
Then tie a knot by folding over the end 
as shown in Fig. 1. 

Finally pass end A under B as shown 
in Fig. 2. 




/ *9 2- 
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THE LAUGHING MAN 

Take a square of paper and 
fold the four corners over to 
the centre, making Fig. 2. 
Turn the paper over and again 
fold the four corners to the 
centre. On the other side 
paint a man's face on the 
single thickness flap and crease 
along the nose so that a ridge 
will stand outwards. Turn the paper over and fold across the dotted 
line A B . Turn the paper front side up and fold along the dotted 
line C Z>, tucking the point underneath the face of the man. The 
inside of the mouth may be coloured if desired. By pulling and 
pushing C and D the mouth opens and shuts. 
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HELL 

Take a piece of 
paper as Fig. 1 and 
fold the corner^ up 
as shown in Fig. 2. 
Fold comer B up 
as in Fig. 3, and 
then fold on the 
dotted line, making 
Fig. 4. Make two 
cuts wdth a pair of 
scissors as shown by 



the dotted lines. On arranging parts 2 and 3 they make up Fig. 5, 
while part 1 when opened out will be as Fig. 6. You can hand the 
pieces out to your friends and make up any story you consider 
appropriate. 
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A DOUBLE 
BOAT 

Fig. i. — Take a 
square of paper and 
fold it on the dotted 
line A B. 

Fig. 2. — Fold it 
on the dotted line 
C D, thus making 
a square. 

Fig. 3. — Fold on 
the dotted lines and 
over to the centre G , 
thus making Fig. 4. 

Fig. 4. — Turn 
the paper over with 
the plain side upper- 
most and fold down the two front layers at H \ pushing the corners 
out sideways into triangular creases as shown, making Fig. 5. 

Fig. 5. — Fold the edge J over to L on the line K y K making Fig. 6. 

Fig. 6. — Open out, thus making the completed boat (Fig. 7). 
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A PAPER WINDMILL 



/■/y / 

Take a square sheet of paper, and with a pair of scissors cut nearly 
to the centre from each corner. Prick a hole in the centre and at 
points A y By C and D with a pin. Turn these four corners over to 
the centre, but do not crease, and pass a pin through them, through 
the centre hole and into the end of a cane. 
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* THE WILD MAN 
FROM BORNEO 



Fig. i. — Take a 
square sheet of 
paper and fold it 
on the dotted line 
E F. Undo this 



crease, turn the 
paper over and fold 
on the line C D . 
Undo this crease 
and fold on the line 



A B. Turn the paper over and paint the nose, eyes, teeth and mouth 
as shown in Fig. i. 

Fig. 2. — If the paper has been well creased it will be easy to bring 
the points E and F together. Press out flat, thus making Fig. 2. 

Fig. 3. — Fold the points A and D down to G. 

Fig. 4. — Turn the paper over and fold the points C and B down to G. 

Fig. 5. — Turn the right half of the edge H P over to the centre 
line H G and press down the crease from H half way only. Open 
out and fold the edge P G to the centre H G , press down the crease 
half way and open out again. You should then have two creases as 
shown by the dotted diagonal lines. Make similar creases on the 
left side. Turn the paper over and do the same on that side. If 
these creases have been properly made and pressed down, the next 
operation will be simple. Lay the paper down flat on the table. Take 
the two front points P P between the thumb and first finger of each 
hand, pinch the sides together, making a horizontal crease and press 
them inwards towards the centre line H G , bending the paper on the 
diagonal creases just made. Do the same on the back side, when 
the paper should be as shown in Fig. 5. 

Fig. 6. — Hold the paper between the thumb and first finger of the 
left hand by the two points P P on the side where the teeth have been 
painted, and blow into the hole which will be found at H \ The head 
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of the man will gradually appear and then the horns will shoot upwards 
if a little assistance is given with the right hand. When the figure is 
fully formed, open the mouth and pull out the two triangular folds 
to make the tongue. Colour the tongue red. 



60 

A ROYAL AIR 
FORCE CAP 




/y 3 



— f G - 

S.i J 



Fig. i. — Take a half sheet of newspaper and fold it at Cby bringing 
A down to B. 

Fig. 2. — Turn down the double corners D and E. 

Fig. 3. — Turn up the front half A twice. 

Fig. 4. — Turn the edges G and F over backwards. 

Fig. 5. — Turn up the single part B twice. 



A 
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A PAPER BAND 



Fig. 1. — Fold on the line A B. 

Fig. 2. — Cut off the corners on the dotted lines. Cut half-way 
through the double thickness at C and cut half-way through the two 
single parts at D. 

Fig. 3. — Open out and pass B through the slot C until the notches 
D engage in this slot. 
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BOOMERANG 



/ 4 ^^ 

Cut out a segment of a circle about 2 inches long from a thin 
postcard. Stick the edge A underneath the thumbnail of the left 
hand, holding it there horizontally. Then flick the edge B with the 
forefinger of the right hand, which will send the card spinning away 
from you. It will return to the thrower as well as an ordinary 
boomerang. 

Another form which is equally good is shown in Fig. 2. 
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A PAIR OF SUGAR 
TONGS 

Fold a visiting card as shown. 
If the comers A and B are pressed 
inwards the parts C and D will 
be brought together and may be 
used as a pair of sugar tongs. 
The easiest way to fold the card 
is to take the two long edges 
between the thumb and second 
finger of the left hand. Then press these edges outwards, i.e. f 
towards the left, push the centre of the card G inwards, i.e., to the 
right, with the first finger of the left hand and at the same time bring 
the two short edges together with the finger and thumb of the right 
hand. 




SECTION THREE 



COIN TRICKS AND GAMES 



NO. 

64. The five-pointed star 


51 


NO. 

73 * 


Nineteen coins in nine 




65. Houdin’s coin count- 






rows of five 


53 


ing 


51 


74 - 


Eighteen coins in nine 




66. Diameter of a penny 


51 




rows of five 
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67. Brushing a coin from the 




75. 


Nineteen coins in ten 




palm of the hand 


5 * 




rows of five 


54 


68. The coin in the hand- 




76. 


Card and penny 


54 


kerchief 


52 


77 - 


Count eleven with three 




69. Eight coins trick 


5 2 




coins 


55 


70. Ten coins in five rows of 




78. 


Q trick 


55 


four 


53 


79 - 


Three heads and three 




71. Nine coins in ten rows 






tails 


56 


of three 


53 


80. 


Sixpence and tumbler 


56 


72. Sixteen coins in fifteen 




81. 


Camel through the eye 




rows of four . 


53 




of a needle 


56 



6 4 

THE FIVE-POINTED STAR 



Draw a five-pointed star on a sheet 
of paper as shown in the illustration. 

The game is to put your finger on an 
empty crossing, pass over the next 
crossing, and lay a coin down on the 
next one. Continue doing this until 
all the cross-lines except one have been 
filled up. The solution is simple and 
easy to remember. All you have to do is to start each time from a 
point which will allow you to fill up the point from which you started 
the previous move. 
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HOUDIN’S COIN COUNTING 

Spread about 25 coins on a tray and cover them with a cloth. 
Bring them into the room and momentarily uncover the coins. Then 
ask the company to guess how many coins are on the tray. Then 
vary the number or lay them out in the form of a cross, square or 
star and let the company try again. 

It is said that Houdin trained himself to count up to fifty objects 
at a glance. 
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THE DIAMETER OF A PENNY 

How many pennies placed in a pile will it take to equal in height 
the diameter of a penny ? If you try this you will be surprised to find 
that it requires 19 or 20. # 

51 

•If you are using an American penny, the answer will be 12 or 13, 



s 
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BRUSHING A COIN 

Place a shilling in the palm of your hand and hold the hand out in 
front of you, palm upwards. Ask someone to try with an ordinary 
clothes brush to brush the coin down to the tips of your fingers, 
using a straight brushing movement only. It will be found impos- 
sible to move the coin away from the centre of your palm. 



68 

COIN AND HANDKERCHIEF TRICK 

Put a coin in the middle of a handkerchief, pass the four corners 
through a ring and pull taut as shown in the illustration. You are 
required to remove the coin while all four corners of the handkerchief 
are held. To do this pull one edge A up through the ring, when the 
coin can be released and the ring removed. 

If the handkerchief is covered with another during this operation 
the company will be very mystified. 




69 

THE EIGHT COINS TRICK 

Set out four silver and four copper coins alternately (or black and 
white draughtsmen or four cards face up and four face down). 

The game is to move any two adjacent coins and in four such moves 
to bring all like coins together. 

Here is the solution : 



0%0®00i 
)00 ®OOi 
)OQOQ® i 

oooo®®®( 



Use any coin at all for this trick. 
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70 

ARRANGE TEN COINS TO FORM FIVE ROWS 
OF FOUR COINS 



(for solution see No. 64) 



7i 

ARRANGE nine coins to form 
TEN ROWS OF THREE COINS 




72 

ARRANGE SIXTEEN 
FORM FIFTEEN 
FOUR COINS 



COINS 

ROWS 



TO 

OF 




73 

ARRANGE NINETEEN COINS TO 
FORM NINE ROWS OF FIVE 
COINS 
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ARRANGE EIGHTEEN COINS TO 
FORM NINE ROWS OF FIVE 
COINS 



75 

ARRANGE NINETEEN COINS TO 
FORM TEN ROWS OF FIVE 
COINS 



76 

CARD AND PENNY 

Hold the left forefinger upright and lay a visiting cartoon its tip. 
On die top of the card balance a penny. Then with the thumb and 
forefinger of the right hand flick the edge of the card sharply. The 
card will be forced away and the penny will be left balanced on the 
tip of the forefinger. 
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77 

COUNT ELEVEN WITH THREE COINS 

/ 

Place three coins on the table. Pick them up one at a time counting 
“ one, two, three.” Then lay them down on the table one at a time, 
counting “four, five, six/* Pick up one counting “seven/* then 
another counting “ eight.” Slide the last coin along the table count- 
ing “ nine/* but do not pick it up, then lay down the two coins in your 
hand counting “ ten, eleven.** Then pick up the three coins, hand 
them to someone, and ask him to count “ eleven.** He will probably 
start by putting the three coins down on the table as he counts 
“one, two, three/* and will therefore not be able to make eleven 
unless he slides the sixth coin instead of picking it up, as you did 
with the ninth. 



© 

© 

® 
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Q TRICK 

Set out any number of coins or 
counters in the form of a Q. Then 
ask someone to count any number he 
chooses, starting at the tail of the Q 
and working round to the left. Then 
to count the same number backwards, 
i.e., from left to right, but to continue 
round the circle and miss out the tail. 

You can then tell him the counter at 
which he stopped. This trick seems to 
mystify the average person, although 
it is obvious that the counter at which 
he stops will be the same distance from 
the stump of the tail as from the stump to the point. When show- 
ing this trick it is necessary to change the number of counters in 
the tail at each trial, or the audience will notice that they alwaysslUp 
at the same counter no matter what number they choose. 
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THREE HEADS AND THREE TAILS 

Lay down six coins, three heads up, and three 
tails up, with one space between the two groups. 
The game is to change the coins end from end 
moving only one coin at a time. A coin may 
jump over one adjacent coin into an empty space, 
or it may be moved one space into an empty space. 
Heads up may only move to the right and tails up 
only to the left. The diagram shows a solution. 
Try to find others. 



8o 

SIXPENCE AND TUMBLER 






Lay down two pennies on the tablecloth and a sixpence between 
them but not touching.* Then place a tumbler over the coins so that 
its edges rest on the two pennies. The problem is to get the sixpence 
out from below the tumbler without touching either. To do this 
scratch the table cloth with the nail of your forefinger. The coin will 
gradually work its way out under the edge of the tumbler. 



8i 

CAMEL THROUGH THE EYE OF A NEEDLE 

Cut a hole in the centre of a piece of paper the exact size of a half- 
penny .+ If you bend the paper slightly a half crown may be passed 
edgewise through the hole. 



•Or substitute nickels for the pennies, and a dime for the sixpence. 
fOr cut a hole the size of a quarter and pass a half dollar through it. 



SECTION FOUR 



TRICKS WITH MATCHES 



NO. 

82. Ten matches in pairs 59 

83. Lifting the tripod . 60 

84. Six matches in four equi- 

lateral triangles 60 

85. A finger trick . 60 

86. The Moorish stool 61 

87. Thre^ match bridge 61 

88. Five matches to count 

fourteen . 61 

89. Six matches, add five, 

make nine 62 

90. Seventeen matches, six 

squares 62 

91. Collecting the matches 62 

92. Thumbs and fingers 63 

93. Variation of No. 92 63 

94. The disappearing name . 64 

95. Twenty-four matches in 

nine squares 64 



NO. 

96. Match spillikins 64 

97. One-sixth into unity 65 

98. The fifteen game. 65 

99. The twenty-one game . 65 

1 00. Which match will light ? 66 

10 1. The kissing lovers 66 

102. Match and safety pin 66 

103. Three and a half dozen 67 

104. Nine to make ten 67 

105. Seven to nothing 67 

106. Two triangles with five 

matches . 67 

107. Eight squares with 

fifteen matches 67 

108. Five triangles with nine 

matches 67 

109. Three squares and two 

triangles . 68 

no. Balancing matchboxes . 68 
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TEN MATCHES IN PAIRS 

Set out ten matches thus : 

t 2 3 4 S 6 7 Q 9 *0 

| | | | | I I I I I tO Matches, ftu/s 

II I I I I I II I 4to)X6t*9 

|| | || | I II I Hey More 8 h3 

|| II II II D 3* 2toS*/ot,7 

The problem is to lift a match, cross over two matches and lay it 
down next to the third one, thus making one pair. Continue doing 
this until you have made five pairs. A solution is shown above. 

Another solution is to move 5 to 2, 7 to 10, 3 to 8, 1 to 4, and 9 to 6. 
A variation may be made in this trick if the double matches are counted 
as one. The solution will then be 5 to 2 and 7 to 10 — 3 to 8 and 1 to 
6, then 9 to 4. 

82A 

Another variation is to use eight matches only. The solution will 
then be 5 to 2 — 3 to 7 — 4 to 1, and 6 to 8. 

A solution may be found for any even number of matches greater 
than eight as follows : Move 4 on to 1, thus making a pair at the left 
hand. Then move 6 on to 2. Continue doing this until eight matches 
are left. Then th^ eight matches can be paired as shown above. 

82B 

Another variation is to take 12 matches and make them into four 
piles each containing three matches by moving over three matches 
each time. Here is a solution : 7 to 3 — 5 to 10 — 9 to 3 — -12 to 8 — 
4 to 10 — 11 to 8 — 2 to 6, and 1 to 6. 

Now try to make 16 matches into four piles of four matches. 

59 
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LIFTING THE TRIPOD 

F, i / 2 

Make a slit in the end of a match and sharpen the end of another 
one to a chisel point. Push the chisel end into the slit and prop up 
the two matches thus fastened together, by means of another match 
resting lightly against the point, as shown in Fig. 1. The trick is to 
lift these three matches by a fourth one. To do this gently insert the 
fourth match horizontally as shown in Fig. 2 and tilt the two fixed 
matches backwards until the top of the loose match falls on to the one 
held in the hand. Then lower the horizontal match until the two fixed 
ones fall down over the loose one, when all three may be lifted as 
shown. 





84 

WITH SIX MATCHES TO FORM FOUR 
EQUILATERAL TRIANGLES 



To do this, form a triangle on the table and then hold the other 
three matches up over them, thus forming a pyramid, as shown in 
the illustration. 




85 

A TRICK FOR THOSE WITH SUPPLE 
FINGERS 



Try to hold two matches as shown in the illustration. 



TRICKS WITH MATCHES 



6 1 




To lay down nine matches on the table and lift them all at the same 
time with one more match. To do this lay the matches down as in 
Fig. i. Then lay the 10th match on the top of the others parallel 
with the lowest match. By lifting the two central matches together 
all may be lifted at once. It is more attractive to lift only the first 
match laid down, when the eight matches will fall in the form of a 
Moorish stool, the weight of this top match keeping the others in 
position. 




Three matches arranged as shown and supported on the edges of 
three books or wineglasses will support a pile of coins on the centre 
triangle. Four matches can also be arranged in a similar manner. 



88 

ARRANGE FIVE MATCHES TO COUNT FOURTEEN 
This is the solution : 

ii 

i 

i 

i 



14 



6i 



WINTER NIGHTS ENTERTAINMENTS 



89 

NINE 



Lay down six matches as below. 

The problem is to add five more and make nine only. 
Solution : 



I\l I N E 



I I 
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SIX SQUARES INTO THREE 



Fig / Fig z 



Lay down 17 matches to make 6 squares. The problem is to remove 
5 matches and leave 3 of the original squares. This may be done as 
in Fig. 2. 



This is an excellent and very amusing game for several persons. 

Each player is given two matches and is allocated a different number, 
say 1 to 5 if there are five players. The players lay their matches 
down on the table. The banker, who must be good at “ telling the 
tale,” endeavours to collect all the matches in this fashion. If he calls 
out “ one ” and knocks on the table before No. 1 does so he takes one 
of his matches. If any player knocks on the table in mistake he loses 
a match. The banker tells some story and tries to work in the words 
“ one ” to “ five ” when the players are amused and laughing at the 
downfall of one of their number. He also tries to work up a heated 
argument about the fairness of one of his captures, and can generally 
score a point or two in this way. It is remarkable how quickly a good 
spieler can collect all the matches, in spite of every precaution taken 
by the players not to be caught unawares. 
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COLLECTING THE MATCHES 



TRICKS WITH MATCHES 



6 3 
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THUMBS AND FINGERS 






Put a match into the hollow between the thumb and forefinger of 
each hand as in Fig. 1. The trick is to transfer them both at the same 
time to the opposite hands and on the points of the fingers as in Fig. 2. 
Fig. 3 shows how this is done. 
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A VARIATION OF NO. 92 

Hold a match as in Fig. 2, No. 92 in the left hand and another one 
in the right hand, this match being in the position shown at A (Fig. 2), 
i.e., the two matches are interlocked, that in the left hand being ver- 
tical, the right one horizontal. The trick is to separate the hands so 
that both matches are clear of each other. The secret is to get the head 
of the match well wedged into the first joint of the finger of the left 
hand. Pull smartly with the right hand, sliding its match along the 
left thumb to the point at the same time slightly separating the thumb 
and forefinger of the left hand, thus making a gap through which the 
right hand match may pass. 

It is desirable to have a little practice before showing the trick. 
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THE DISAPPEARING NAME 

Take a booklet match between the finger and thumb, the match 
being at right angles to the finger. Show the name printed down the 
side of the match* Roll the match over and at the same time turn 
the hand over and pretend to show that the name is printed on the 
other side. Then turn the hand over without rolling the match and 
show that the name has disappeared. Roll it over and turn the hand 
again, thus showing that it has disappeared from the other side also. 
It can then be made to appear again on both sides. This is a variation 
of the old die trick described in No. 309. 



lu j 1 n 1 ” 

IJJJ L I J nine SQUARES INTO TWO 

Lay down 24 matches to make 9 squares, as shown in Fig. 1. The 
problem is to remove 8 matches and leave two squares only. The 
solution is shown in Fig. 2. 
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SPILLIKINS 

Put a boxful of wooden matches into an egg cup 
or liqueur glass as shown in the illustration. The first 
player takes a match out of the cup and lays it across 
the top of the remainder. The next player does like- 
wise. This is continued until all the matches are hori- 
zontal, or have fallen on the table. The player who 
disturbs one of the matches balanced across the top of 
the others so that it falls on the table wins that match and loses a 
mark. The player with the least number of matches is, of course, 
the winner. 




•Since many matches have no name imprinted on them, it may be 
necessary to mark one side. 
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ONE SIXTH INTO UNITY 



This trick is very difficult except perhaps to mathematicians. Lay 
five matches down thus : I 

v! 

Fig. 1 

which is supposed to represent the fraction 

The problem is to make the fraction into unity by the addition of 
1 match. The solution is | 

vT 



Fig. 2 

This represents 1 divided by the square root of 1, which, of course 
equals 1. 
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FIFTEEN MATCH GAME 



This is a short game for two persons. 

Lay 15 matches on the table. Each player takes alternately either 
1, 2 or 3 matches at a time, as he chooses. The loser is the one who 
is left with the last match. To win it is only necessary to leave, first, 
13 matches, then 9 and then 5 for your opponent to pick from. A 
more complicated game of the same nature is described in No. 22. 
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THE TWENTY-ONE MATCH GAME 

This game is similar to No. 98, but is played with 21 matches. 
To win it is only necessary to take up enough matches to make four 
taken at each turn, or in other words to always leave an uneven 
number for your opponent to pick from If the first player takes 
three matches then the second takes one. Then if the first takes 2 
the second takes 2 also, so that the first player must be left with the 
last match. 
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WHICH MATCH? 



Open a match-box slightly and fix two matches in the sides, heads 
upwards. Spring another match in between them as shown in the 
illustration. Then set the horizontal match alight at the middle of 
its length. Which of the two side matches will be ignited first? 
Try it and see. 

IOI 

THE LOVERS* KISS 

Take two booklet matches and fix one with its head upright by 
closing the tray of a wooden match-box on it. Lean another match 
against the upright one head to head. Then light the inclined match 
in the middle. The inclined match will stand steadier if the lower end 
is split and the two parts spread apart. There are several variations 
of this trick in circulation. 




(SUE* 
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MATCH AND SAFETY PIN 



Remove the head from a large wooden match and push a safety 
pin through the middle of it as shown in the illustration. Hold the 
pin horizontally between the thumb and second finger of the right 
hand at A and between the thumb and forefinger of the left hand at 
B . With the forefinger of the right hand press the top half of the 
match back towards you and let it go quickly. The match will spring 
back and appear to cut through the safety pin. 
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THREE AND A HALF DOZEN 

Hand six matches to a mathematician and ask him to lay them down 
on the table so that they will make three and a half dozen. This is 
how it is done : 

III VI 



104 

NINE TO MAKE TEN 

Lay down four matches and by adding five more make ten : 

I I I I 
TEN 



105 

TAKE SEVEN MATCHES, REMOVE ONE AND LEAVE 
NOTHING 

1 1 1 1 1 1 1 NIL 



106 

TO MAKE TWO TRIANGLES WITH FIVE 
MATCHES 




107 

TO MAKE EIGHT SQUARES WITH 
FIFTEEN MATCHES 




108 

TO MAKE FIVE TRIANGLES WITH NINE 
MATCHES 
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FORM THREE SQUARES AND TWO TRIANGLES WITH 
NINE MATCHES 

To do this, set four matches on the table in the form of a square. 
Set two matches up at each end for the two triangles and the 9th match 
to form the apex of the triangle. You will then have a triangular 
prism fulfilling the conditions. To actually form the figure the assist- 
ance of a little plasticine will be required. 




See No. 84 for a similar trick. 



no 

BALANCING THE MATCH BOXES 




The illustration shows the old gentleman who 
balances a number of empty match-boxes for the edifi- 
cation of theatre queues. 

This trick is done by pushing the tray of the first 
box down about a quarter of an inch, and as each box 
is balanced on the top of the next one below, its tray 
is pushed down into the vacant space in the cover of 
the previous one. 
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Introduction 



Playing with a piece of string has always had a great fascination 
for man ever since prehistoric times. The weaving of string figures 
is probably one of the earliest pastimes of primitive people, and the 
most general in its distribution over the inhabited globe. Owine^ter 
the fact that the present generation of natives of Africa and the Pacific 
Islands are more interested in acquiring the vices of the white man 
than in practising their own ancient games, the art of making string 
figures has been in danger of being lost. Thanks, however, to the 
interest taken in recent years by anthropologists and others, about 
500 different figures have now been collected and described, and their 
significance has been studied in relation to the habits and environ- 
ment of the various tribes. Some of the figures are very complicated 
and difficult to construct successfully, and, when completed, are not 
in themselves very interesting or effective ; while others are most 
attractive, easily made, and quite suggestive of the objects or actions 
they are supposed to represent. Men of science have divided the 
figures into three classes. 

In class A the figures are supposed to represent some object, or to 
produce a decorative design. Class B are usually made as an accom- 
paniment to a story. Class C are more in the nature of conjuring 
tricks and are intended to create a surprise effect. 

Those who see string figures made for the first time are nearly 
always interested and amused ; and, if they can be induced to con- 
struct a few themselves, generally find the pastime most fascinating. 
With a little practice, constant at first, they can acquire a pastime which 
may fill in the time while waiting for the kettle to boil. 

The best string for the production of most of the figures is one 
jnade of silk about one-tenth of an inch in diameter and about 7 feet 
long. This should be knotted into a closed loop or preferably spliced 
(the best knot to use is described in No. 174), as a knot sometimes inter- 
feres with the free sliding of the strings over each other. The majority 
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of figures are started in one way ; and it is a curious fact that the 
same method of starting is used by natives in every part of the world. 

This would seem to indicate that there has been more intercourse 
between primitive races than has been generally supposed, or possibly 
that as the games are so old their distribution may be due to the fact 
that they were in common use before the land was split up into the 
continents as we know them at present. The starting moves referred 
to are called for convenience Opening A . The first part of this open- 
ing is called the first position and is shown in Fig. i. It will be seen 
that the loop is placed between the thumb and first finger of the left 
hand, carried across the palm, between the 3rd and 4th fingers, round 
the back of the 4th finger, across to the back of the 4th finger of the 



right hand, between the 4th and 3rd fingers, across the right palm, 
between the 1st finger and thumb, round the thumb and then over to 
the back of the thumb of the left hand. To complete opening A the 
1 st finger of the right hand is placed from below, under the string 
crossing the palm of the left hand, and picks up the string on the back 
of the finger. The hands are then separated, thus drawing the left 
palmar string to the right and making all the string taut. 

The left index finger is then put down through the loop which has 
just been made by the right index finger, and picks up from below the 
right palmar string on the back of the finger. The hands are again 
separated, thus making Fig. 2, which shows opening A completed. 
Note in the descriptions which follow that the near string means the 
string nearest your body. 

Navahoing the Loop . — This is a very usual movement. It is per- 
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formed by taking hold of the lower loop on any digit, lifting it up 
over the upper loop or loops on the same digit and dropping^ on 
the palmar side of the hand. \ 

During the weaving of the figures the hands are usually held 
upright, palms facing each other ; and generally speaking the strings 
should be kept taut by extending the hands as far apart as possible. 
It is important to place the strings symmetrically on the fingers, and 
to keep the loops clear of each other where they encircle the fingers, 
as otherwise, when the figure is completed, it will be distorted or 
fall into knots. When breaking up some of the figures it is desirable 
to release the loops from the fingers in a certain order, as if this is 
not done the string will be drawn into a knotty tangle. 

During the construction of a figure, should a mistake be made, or 
a string accidentally dropped, it is well to start again from the begin- 
ning. If, however, you do continue with the figure, you may discover 
a new construction which you will probably not be able to reproduce 
unless you are gifted with an exceptionally good memory. The 
simplest figure, and one of the most universal is the three-pronged 
spear, which is made as follows : — 

hi 

THREE-PRONGED SPEAR 



ist. — Place the string on the hands in position i. 

2nd. — Pick up the left palmar string from below with the back of 
the right index, at the same time rotating this finger anti-clockwise 
one complete turn, i.e., through 360 degrees. 

This will put two twists on the palmar string. 

3rd. — Extend, pulling the strings taut. 

4th. — Put the left index down through the loop just made as near 
the right index as possible and pick up from below with the back of the 
left index the right palmar string. Extend, drawing the strings taut. 

5 th. — Drop the strings off the right thumb and right fourth finger and 
draw the hands apart, thus forming the spear shown in the illustration. 
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THE TREE CLIMBER 

Use a long string for this figure. 

This is a most effective figure. It is supposed to 
represent a tall cocoanut tree up which a native 
climbs step by step, getting smaller as he nears the 
top. 

ist. — Hold the left hand palm upwards, fingers 
pointing away from you, and lay the single string of 
the loop across the four fingers, letting the long loop 
hang down. 

/ / 2nd. — Pass the forefinger of the right hand 

l towards you, into the long loop and with its back 
/ — J and without twisting the strings, lift up the loop 
over the finger-tips of the left hand, passing one 
string between the first and second fingers and the other string 
between the third and fourth fingers of the left hand. Draw taut, 
bringing the hands up into the normal position. See No. 121. 

3rd. — Bring the right forefinger over towards the left palm, pass 
it from above round the far side of the little finger string, up into the 
long loop and over the near string. Then pass it down into the loop 
on the left forefinger, and with its front pick up the palmar string of 
this small loop. 

4th. — Draw this string out to the right. This will allow the loops 
which are on the back of the right forefinger to drop off on to the 
horizontal strings. 

5 th. — Draw the loop on the front of the right forefinger out a 
little farther, place the toe into this loop and hold it down on the 
ground. 

6th. — Transfer the left forefinger loop to the right forefinger and 
the left little finger loop to the left forefinger. 

7th. — Raise the right and left forefinger alternately, when the little 
man will climb up the tree in a most realistic manner. 
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1 13 

THE FLYING BIRD 

1st. — Opening A. 

2nd. — Put the foot on the far little finger string and hold the string 
down on the ground. 

3rd. — Pick up from below, on the backs of the fourth fingers, the 
two far index strings. 

4th. — Navaho the little finger loops. 

5 th. — Pick up from below on the backs of the thumbs the two near 
index strings. 

6th. — Navaho the thumb loops. 

7th. — Release the index fingers. 

By rotating the wrists the bird will flap its wings. 

1 14 

AN ESKIMO HOUSE 

1 st. — Opening A. 

2nd. — Put the four fingers of each hand down into the thumb 
loop and throw the near thumb string over both hands. 

3rd. — Bend the thumbs away from you over one string and under 
all the others, and pick up from below on the backs of the thumbs the 
far little finger string which comes from the wrists. 

Return the thumbs, bringing the far strings back with them to the 
front. 

4th. — Pull the two strings crossing the backs of the hands over 
the fingers, drop them on the palmar side and extend. This forms 
the house. 

'“■Release the forefingers and extend, when the house is supposed to 
collapse and two little boys to run out of a door at each end. 

The vivid imagination of an Eskimo is required to appreciate this 
effect. 
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A long string is 
necessary for this 
figure. 

This is a very effec- 
tive figure which 
always creates surprise 
owing to the fact that 
the final design appears 
so suddenly from what 
seems to be a tangle of strings. It is very easily made, but the strings 
must be placed symmetrically on the fingers. 

i st. — Position one. 

2nd. — Pick up the left palmar string from below by the back of 
the right hand. 

3rd. — Pick up the right palmar string from below by the back of 
the left hand. 

4th. — Bend the thumbs away from you over one string, and with 
their backs pick up from below the near little finger strings and return. 

5 th. — Bend the little fingers towards you and with their backs pick up 
from below the far thumb strings. You should now have two loops 
on each little finger, two on the thumbs and a string round each wrist. 

6th. — With the left hand grasp the bunch of strings where they 
cross in the centre. Pass the right thumb from the near side under all 
these strings and with the left hand pull them over towards you, 
letting them rest in the hollow between the right thumb and first 
finger. Then with the left thumb and first finger lift the two loops 
which encircle the right thumb up over the point of the thumb, and 
let the bunch of strings fall back over the point of the right thumb. 
Then replace the two loops on the thumb in their original position. 
Do the same movement with the left thumb. Draw the hands apart 
and see that all the strings are properly placed. 

7th. — Lift the two strings from the backs of the wrists and let 
them fall on the palmar side. Extend the hands, when the completed 
figure will suddenly flash out as shown in the figure. Variations in 
the figure may be made by picking up the strings in a different order. 

To break up the figure release the thumb loops. 
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n 6 

THE FRUIT 
BLOSSOM 



Use a long string. 

This figure, which consists of a hexagonal pyramid or a tent held 
up by guy ropes, is a very striking design and easy to make. 

ist. — Opening A. 

2nd. — Insert the four fingers of each hand from above into the 
thumb loop and throw the near thumb string over the backs of the 
hands. 

3rd. — Put the thumbs up into the wrist loops. 

4th. — Twist the right thumb over towards you, then down under 
the two wrist strings and up from below into the little finger loop. 
Turn the thumb with its back down and pick up the far little finger 
string, bringing this string under all the others and back to the normal 
position. 

5 th. — Put the left thumb from the near side and from below up 
into the right thumb loop close to the thumb, and separate the 
hands. 

6th. — Move the loops from the first fingers on to the little 
fingers. 

7th. — Pick up the far thumb strings on the backs of the fourth 
fingers. 

8th. — Pick up from below the two near little finger strings 
on the backs of the index fingers and release the loops on the 
thumbs. 

9th. — Pick up from below with the back of each thumb the upper 
near index finger string. Then release the loops from the little fingers 
and draw the hands apart. 
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1 17 

THE PARACHUTE 

1 st. — Place the string on the right hand only 
in position one. 

2nd. — Hold the right hand horizontal, palm 
towards you, letting the long loop hang down. 
With the left thumb and finger draw the 
palmar string in between the thumb and first 
finger of the right hand, down the back of the 
hand and up through the long loop, across 
the palm and hang the loop on the right index 
finger. 

3rd. — Draw out on the palmar side the string which passes between 
the 3rd and 4th fingers and hang the loop on the right thumb. 

4th. — With the left finger and thumb lift the string which crosses 
the back of the fingers over to the palmar side and draw it out to the 
left, at the same time see-sawing the right hand to enable the strings 
to slide over each other. Turn the right hand above the left as shown 
in the illustration, when the parachute will be formed. 



118 

SLIPPING THE LASSO 

Hold the string up in the left hand, letting it fall in a loop in front 
of you. Put the right hand into the loop from the far side. Turn 
the hand downwards and anti-clockwise away from you round the 
right string and then towards you until the hand is horizontal, fingers 
pointing to the left, thus picking up the right string on the back of 
the hand. 

Pass the hand behind the left side of the loop, bring it up anti- 
clockwise, then between the two strings of the loop and back to the 
horizontal behind the left string of the loop. Then separate the 
hands in a vertical direction, when the double loop will be released 
from the wrist. 
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CRUSHING THE 
COCOANUT 



1st. — Place the loop over both thumbs. Then twist the four 
fingers of the left hand clockwise under the two strings, thus giving 
the position shown in the illustration. 

2nd. — Turn the left hand palm downwards, fingers pointing to the 
right, and bring the right hand above the left and closer to your body. 

3rd. — Pick up the two strings which pass across the back of the 
left hand on the back of the little finger of the right hand. Pull the 
right hand towards you and draw the strings taut with the hands in 
the normal position. 

4th. — Put the little finger of the left hand down between the thumb 
and fingers of right hand and pick up from inside and below on the back 
of this finger the two strings running from the right thumb. Draw taut. 

5 th. — With the right hand lift the strings on the back of the left 
hand over the fingers and thumb, drop them on the palmar side and 
draw taut. 

6th. — Drop the string from the little fingers and clap the hands 
together to crush the cocoanut. Draw the hands apart, and the 
cocoanut will disappear. 

120 

TYING THE KNOT 

The problem is to grip the two ends of a string and to tie a knot in 
the middle of it without letting the ends go. To do this lay the string 
down on the table in front of you. Then fold your arms and grip 
the left end of the stringjvith vour right hand and the right end with 
your left hand. Draw the hands apart, and a knot will be formed in 
the centre, thus satisfying the conditions laid down. 
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i st. — Hold the left hand, palm 
upwards, fingers pointing away from 
you, and lay the single string of the 
loop across the palm, one string hang- 
ing down between the thumb and 
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first finger, the other string outside the little finger. 

2nd. — With the right hand lift up the long loop which is hanging 
down, and draw it upwards over the tips of the left fingers, so that one 
string passes between the first and second finger and the other string 
between the third and fourth fingers of the left hand. Draw taut. 

3rd. — With the right hand grasp the two strings of the long loop 
close to the palm of the left hand, and pass the two parts of the string 
which run from the right hand into the hollow between the left thumb 
and first finger and then round the thumb, the string coming from the 
litde finger being below. 

4th. — Pass the strings away from you over the tips of the fingers of 
the left hand, placing the upper thumb string between the first and 
second fingers and the lower one between the third and fourth fingers. 

5th. — Draw the strings forward over the finger tips, placing one 
between the first finger and thumb and the other outside the little 
finger. 

6th. — Remove the two loops from the left thumb and pull the long 
loop to the right, when all the strings will come away from the hand. 



Here is a dinghy, the towing rope being fastened to the yacht. 
The problem is to cast the dinghy adrift without unhitching the 
ends of the rope from the yacht. 




CASTING THE 
DINGHY ADRIFT 
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I2 3 

THE SNAIL 



ist. — Lay the string down in the form of a figure 8. 

2nd. — Put the two forefingers down into the far loop and the two 
thumbs down into the near loop. Separate the hands and bring them up 
into the normal position. Each string will now have a crossing on it. 

3rd. — With the left hand hold the two right index strings near the 
right forefinger and rotate the right forefinger so as to twist the two 
strings four or five times. Do the same with the left index finger. 

4th. — Put the thumbs from below up into the corresponding 
index loops and navaho the thumb loops. 

5 th. — Bring the two index fingers together and the two thumbs 
together and slide the loops on the right hand on to the corresponding 
finger and thumb of the left hand. The right hand is now free of the 
strings. 

6th. — Holding the left hand horizontally, thumb towards you, pass 
the 2nd, 3rd and 4th fingers of the right hand towards you under the 
two strings hanging down the near side of the left thumb and grip 
them close to the thumb. 

7th. — With the right thumb and forefinger, grip the two strings on 
the near side of the left index finger and remove the left hand from 
the strings. 

8th. — Pass the four fingers of the left hand from the far side towards 
you into the loop of two strings which has just been removed from 
thejeft index finger. 

9th. — Draw the hands apart, when with a little shaking and manipu- 
lation the body of the snail will roll up as shown in the illustration. 
The figure can be made to crawl back and forth by inching the fingers 
of the right hand. 
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THE GALLOPER 




This is a most effective but somewhat complicated figure to con- 
struct. When it has been made a few times it is comparatively easy, 
although the construction naturally takes longer than most of the 
other figures. 

1st. — Make the lightniryg flash described in No. 125. 

2nd. — Pick up from the back with the back of both thumbs the 
double strings which run diagonally from the index fingers to the 
bottom string, and remove from each index finger the three loops 
on it. 

3rd. — Put each index finger from below into its thumb loop, and 
on its back pick up its far thumb string, thus releasing each thumb 
from one of its loops. The thumbs will now, if they are turned away 
from you, be in the little finger loops. 

4th. — With the back of each thumb pick up the far little finger 
string, and, by turning the thumbs down and towards you, bring this 
string to the front and the hands into the normal position. 

5 th. — Put the right thumb and forefinger down through the left 
index loop, lift the left thumb loop off the thumb, bring it up through 
the index loop and replace it without change on the thumb. Do the 
same to the left little finger loop, and make a similar movement on 
the right hand. 

6th. — Lift up each index loop and put it over the whole hand down 
on to the wrist. 
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7th. — Hold the far thumb and near little finger strings of the left 
hand by the first finger and thumb of the right hand, and remove the 
left hand from all the strings. Transfer the two strings held by the 
right thumb and forefinger to the left hand, holding them between 
the second and third fingers of that hand. 

8th. — Hold the far thumb and near little finger strings of the right 
hand by the first finger and thumb of the left hand and remove the 
right hand from all the strings. 

All the strings are now being held in the left hand. Keep the loops 
separated so that they do not get mixed up, or you will have some 
difficulty in the next move. 

9th. — Put the right fourth finger away from you into the original 
right thumb loop and the right thumb away from you into the original 
left diumb loop. Then take hold of the other two loops by the right 
thumb and forefinger, thus releasing them from the left hand. 

10th. — Put the left fourth finger away from you into the original 
right finger loop and the left thumb towards you into the original 
left finger loop and extend the hands. 

The horse will now be spreadeagled out with eight strings forming 
the body and four loops for the legs. 

nth.- — Bring the near thumb and far finger strings together at the 
bottom of the figure and the far thumb and near finger strings to the 
top, thus bringing the body and legs of the horse upright. 

1 2th. — Pass the hands as shown in the illustration into the double 
loops at each end and extend. Then pass the left forefinger away 
from you over the double string at the top, pick up this string and by 
revolving the finger towards you bring this top string between the 
palm and the palmar string. Continue revolving the left forefinger 
clockwise until it is upright, which will throw a hitch on the string 
and form the head of the horse. 

By manipulating the wrists, the legs of the horse can be made to 
move and buck jump in a very amusing manner. 

-~To break up this figure, spreadeagle the hind legs and pull them 
apart. 

When making the nth move it is convenient to lay the strings down 
on the knees, but after a little practice this is not necessary. 
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A LIGHTNING FLASH 




1 st. — Put the index fingers only into the loop, but make the far 
index string very short, keeping the index fingers upright. Throw a 
small upright crossed loop on the far index string and put the two 
index fingers from the near side into this loop. Draw the hands 
apart. You should now have two straight near index strings and two 
crossed far index strings. Keep the upper index strings on the tips 
of the fingers and the lower strings at the base of the fingers. 

2nd. — Bend each thumb away from you over the near lower index 
string, and with its back pick up from below the lower far index 
string and return. 

3rd. — Bend each thumb away from you over the upper near index 
string, and with its back pick up from below the upper far index 
string and return. 

4th. — Bend each little finger towards you over the upper near index 
string and with its back pick up from below the lower near index string. 

5 th. — Bend each index finger away from you down into the 
triangle near the little finger, and with a twist pick up from below on 
the back of the fingers the upper near index string. 

6th. — Turn the palms away from you and release the thumb strings, 
when the figure will flash out suddenly. 

This figure may be continued, to make the galloper described in 
No. 124. 
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CHURCH STRUCK BY 
LIGHTNING 

Use a long string for this 
figure. 

1 st. — Take up the string 
in the first position. 

2nd. — Bend each index 
finger down and away from 
you over the far string and 
with its back pick up this 
string and return. You will 
now have a string on each 
hand running diagonally from the back of the little fingers to the 
near side of the index finger round this finger and over to the back 
of the opposite index finger. 

3rd. — Pick up this diagonal string with the back of each thumb by 
passing the thumb between the string and the palm. Bring it under 
the thumb string, thus allowing this string to slip over the thumbs on 
to the palm. 

4th. — Bend each little finger towards you over one string and 
pick up the next string, from below. Then turn each thumb 
inwards and away from you and pick up the nearest string, from 
below. 

5 th. — Place the right index finger down between the two parallel 
strings and pick up from below the left straight palmar string. With 
the left index pick up from below the right palmar string. 

6th. — Navaho the index loops on both hands. 

7th. — Lift up the two index loops off these fingers and hold them 
in the teeth. Extend the figure, making the strings held in the teeth 
rathe* long, thus forming the spire of the church. 

8th. — Release the strings in the teeth and separate the hands, when 
the string will fall to the ground, thus representing the destruction 
of the church by lightning. 
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THE FIVE BOY SCOUTS 
Hold the left hand horizontal, 
palm downwards, fingers pointing 
to the right. Hang the loop on 
the little finger and turn the hand 
upright. Hold the loop by the 
right thumb and forefinger close to 
the little finger and give it a twist 
counter - clockwise through 180 
degrees, placing the twist in the 
hollow between the third and fourth 
fingers. Then place the third finger 
into the long loop from below. 
Make a clockwise turn through 180 degrees and place the second 
finger into the long loop. Draw the string tight between each twist. 
Then make a counter-clockwise turn and place the forefinger into the 
long loop. Then (and this is important) make a clockwise turn 
through 360 degrees , and place the thumb into the long loop. Make 
a counter-clockwise turn of 180 degrees on the outside of the thumb, 
and, passing the long loop over the point of the thumb, draw it away 
from you, thus tightening the string against the back of the thumb. 
Then another counter-clockwise turn through 180 degrees and put 
the forefinger into the long loop. Then a clockwise 180-degree turn 
on the middle finger, a counter-clockwise 180-degree turn on the 
third and finally a clockwise turn on the little finger. Release the two 
loops from the thumb and draw the long loop away from you, when 
all the turns will pass through the fingers and die string will be 
released. When putting the loops on the thumb it is desirable to keep 
it well separated from the forefinger. 

Then by bringing the thumb and forefinger together, the loops on 
the thumb will slip off easily. This explanation seems long and 
elaborate, but the trick only takes two or three seconds to complete 
after a little practice. Note that the twists must be made in the fol- 
lowing order, starting from the little finger: Counter 180 degrees, 
clock 180 degrees, counter 180 degrees, clock 360 degrees, counter 
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180 degrees, counter 180 degrees, clock 180 degrees, counter 180 
degrees, clock 180 degrees. 

This is the nearly true story which should be told when show- 
ing the above trick. It can be amplified as much as is thought 
desirable : 

Once upon a time five Boy Scouts were captured by savages, and 
to prevent their escape they were tied up with a long rope, so 
starting first at this little one and winding the rope round the waists 
of all the others in this way, and then back again. They were then 
fastened up to a post in the middle 
of the dancing saloon. When it 
got dark this little fellow (the 
thumb), with the thirty-three stars 
on his shirt sleeve, wriggled his 
way up to the surface and released 
all the others so. . . . When the 
savages came to look for them the 
next morning, they had all gone 
home and left the empty rope lying 
on the ground with this end still 
tied to the post. 

128 

SCISSORS AND STRING 



The trick is to remove the loop from the scissors while the ends 
are being held by someone else. 

To do this. Pass loop A down through B y draw it out and then 
pass it from above down over the points of the scissors, draw it over 
the thumb pieces, when it will be released. If the loop A is above the 
two strings, then pass this loop over the points from below upwards. 
In either case the loop A must be passed through the ring B on the 
same side as the strings pass through B. 
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REVERSING THE LOOP 

Make a loop B as shown in Fig. i and pass the 
first and second fingers, represented by FF y through 
from the side on which B lies, i.e., away from you. 
The trick is to bring the part B through to the 
other side and up as shown in Fig. 2 without 
releasing the two ends A . 

To accomplish this hold the loop B by the thumb 
of the left hand. Pass the index and second fingers 
of the right hand through and away from you as shown at ^^(Fig. 1). 
Then spread these fingers wide apart, bend them downwards and 
towards you, at the same time throwing the back of the right hand 
away from you and pulling the string taut. Then close the two 
fingers, thus gripping the loop which has been formed on B. Reverse 
the motion of the right hand, keeping the fingers closed, let go the 
thumb of the left hand, thus bringing the loop B up into the posi- 
tion shown in Fig. 2. The secret lies in spreading the fingers apart. 
When anyone is asked to try the trick he invariably keeps the 
fingers together and cannot therefore succeed. 
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CUTTING THROUGH THE BUTTONHOLE 

Pass the loop of string through your buttonhole and hold it taut 
by passing a thumb through each end. Bring the thumbs close 
together and away from you so as to still hold the string taut. With 
the palm of the right hand uppermost, pick up the lower string coming 
from the left thumb by the inside of the little finger of the right hand. 
Then pick up the lower string on the right thumb by the inside of 
the little finger of the left hand, taking care that this string is below 
all the others. Draw the strings taut. Put the left thumb down into 
the left little finger loop, dropping it off the little finger, thus releasing 
the loop originally on the thumb. Simultaneously drop the loop off 
the litde finger of the right hand, and separate the thumbs, when the 
string will appear to have cut through the buttonhole. 
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(1) Stand in front of a chair and, holding a scarf with the end A 
in the left hand, with the right hand wind the end B round the arm 
as shown in Fig. 1. 

(2) Transfer the end B to the left hand, pull it across the arm to 
the left and with the right hand pull the end A across to the right, 
thus making Fig. 2. 

(3) Then lay a walking stick on the top of the scarf, and, holding A 
in the left hand, draw it to the left above the stick and then down- 
wards. At the same time hold B in the right hand, draw it to the 
right above the stick down under the arm of the chair, and up again 
on the other side, thus making Fig. 3. 

Pull A up to the right round the arm and knot A and B together 
with a reef knot. Then pull the stick out, and the scarf, although 
seemingly tied securely round the arm of the chair, will come away 
with the knot still intact. 
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THE BRACELET 




The strings must be kept loose during the weaving of this figure, 
and a short string should be used. 

1 st. — Opening A. 

2nd. — With the mouth draw the far little finger string towards you 
above all the strings, and release the little fingers. 

3rd.— With each little finger cross above the two index strings and 
pick up from below the far thumb string. Release thumbs. 

4th. — With the back of the index fingers pick up from below, the 
mouth loop close to the mouth. Release mouth. 

5 th. — Navaho the index finger loops. 
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THE FLY ON THE NOSE 



Hold the string between the thumbs and fingers abo 
apart, and let the long loop hang down in front of you. 
right hand towards you and to the left, carrying^the string 
thus forming a small pendant loop on the top part of th 
Hold the crossing of the loop between the fingers and 
then grip this crossing between the teeth, allowing the s: 
loop to hang down over the chin. With the left hand h 
loop by both strings horizontally in front of you and 1< 
mouth. Put the first finger of the right hand towards 
small loop from the far side. Turn this finger in a hal 
clockwise, ue ., downwards, then towards the right, u 
towards the left until the finger is opposite the nose. 

This will put a twist on the small loop. Close the fi 
first finger, and place this finger from below between th< 
of the long loop, which all the time is being held out 
by the left hand. Place the finger on the point of the n< 
the string from the teeth and pull the left hand, when tl 
come free from the finger. 



right round the circumference of the ring clear through 
hole, but be careful not to cut beyond the centre. 

Then pass a piece of strong string round the cut and 
tightly with a reef knot. The cardboard ring can then 1 
and the ball trimmed up where necessary with the sciss 




Make a ring of cardboard abc 
in diameter, the hole in the < 
about 1 inch. Wind this rin 
lengths of differently coloured 
shown in the illustration. Wh 
cut the worsted strands with a ps 



MAKING A WOOLLEN 
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THE HANDCUFFS 

Strange as it may seem, this very simple trick puzzles a great many 
people. 

Ask someone to tie your wrists together with a handkerchief, not 
too tightly. If you close your fists while the wrists are being tied, on 
opening them the handkerchief will be loose. Then get the assistant 
to pass a string between your two arms, to draw the two ends out in 
front of you, and to tie these two free ends together. The loop of the 
string will then be between your wrists and will be prevented from 
coming away by the handkerchief. Have your hands covered by a 
handkerchief and then proceed to remove the loop of string from your 
arms without undoing the handkerchief. To do this, work the fingers 
of your left hand between your wrists until you can grasp the loop 
of the string. Pull this forwards between your wrists and with your 
right hand pass it over the points of your left fingers and thumb and 
down the back of your hand. 

It will then, of course, be free and can be Dulled clear bv the person 
holding the other end. 
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CHEATING THE HANGMAN 

Put your head through the loop and let the string hang down in 
front of you. Hold the right string in the right hand, pass it to your 
left round the back of your neck and draw the loop down tight, 
showing the audience that the string is really round the neck. Take 
the left string in the right hand and draw it to the right side and 
slightly away from your body. At the same time take the right string 
in the left hand, draw it to the left and nearer to your body. Then 
with the thumbs and fingers of both hands grip the point where the 
t\*jp strings cross and allowing the long loop to hang down, pass 
this crossing over your head so that it rests on the back of the neck. 
Pull the pendant loop and the string will come away as if it had cut 
through your neck. 
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NETTING 



A netting needle and a mesh stick are required. The needle should 
be made of thin hard wood about 7 or 8 inches long by ij inches 
wide, shaped as shown in the illustration. The mesh stick is a piece 
of wood about 6 inches long by 1^ inches wide by § inch thick. The 
size of the mesh made will depend on the size of the mesh stick. Fill 
the needle with the string by winding it round the tine down into the 
hollow at the bottom of the needle, round the other side of the tine 
and back round the hollow, and so on until the needle is full. To make 
a fishing net proceed as follows : 

Fig. 1. — First make a knotted loop in the string about the size of 
the mesh required and fix the end of the string to a hook or a nail in 
the wall. 

Fig. 2. — Place the mesh stick B under the fall of the string, pass 
the needle under the stick and up through the loop from the back. 




/y3 Fig A 



Fig. 3. — Draw the string down with the needle until the loop 
already made touches the mesh stick and with the left thumb hold 
the fall of the string down on to the mesh stick at the point A . 

Fig. 4. — Throw a loop of the string over the back of the left hand 
and pass the needle behind the loop on the stick as shown. Draw 
the knot tight, releasing the left thumb as the knot tightens down. 

Then remove the mesh stick, place it under the fall of the string 
as before, passing the string through the loop just made and knot- 
ting up as before. Continue until the net is sufficiently wide for your 
purpose. Then undo the first loop made as it will not be the proper 
size, pass a string through all the meshes, knot it in a loop and hang 
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the net up on the hook by this loop. Then continue horizontally 
along all the meshes, but do not remove the mesh stick after making 
each loop, but work on it until it is full. 

A fisherman’s net of this type will have diagonal meshes when it is 
stretched out. Tennis nets having square meshes are made by 
machinery. 
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RING OFF THE STRING 

1st. — Stand facing your assistant, who should hold his hands with 
the thumbs upright and palms facing each other. 

2nd. — Thread a ring on to the loop of string and hang the ends of 
the loop over his upright thumbs, asking him to draw the string 
fairly taut. The ring should be near your assistant’s right hand. 

3rd. — Stand with your right shoulder opposite the assistant’s left 
hand, thus facing his right hand, and place your two hands palms 
upwards above the two strings, your left hand in front of the near 
string and your right hand between the far string and the assistant’s 
body. Your right hand should be betwaen your body and your left 
hand. 

4th. — With the fourth finger of the left hand cross above the near 
string and pick up from below the far string on the inside of the finger. 
Draw it above and across the near string, ue ., towards yourself. 
Then on the front of the fourth finger of the right hand pick up the 
near string from below, close to the assistant’s left hand, and draw it 
away from you above the far string. 

5th. — Transfer the loop on your left little finger to the assistant’s 
left thumb, thus leaving your left hand free. With your left finger 
and thumb draw out the near string close to the assistant’s right 
thumb, and hang the loop thus made over the assistant’s left thumb. 

6th. — Release your right little finger, pull on the ring, which will 
come, away from the string. 

There are other methods of doing this trick, some a good deal 
simpler to describe, but not any easier in practice. The trick is most 
effective in the above form. 
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THE SEAGULL 



This is a rather difficult figure and some digital skill is required 
in its construction. 

1 st. — Opening A. 

2nd. — Pass the first fingers away from you over all the strings, 
then towards you under five strings and over the near thumb string. 
Pick up the near thumb string on the back of each forefinger, draw 
this string under all the others, bringing the hands up into the normal 
position by releasing the loops from the thumbs. 

3rd. — Draw down the near lower first finger string with the front 
of the thumbs. Pass the thumbs under the far little finger string and 
draw this string to the front of the figure on the backs of the thumbs. 

4th. — With the front of the thumbs draw the upper near first 
finger string down to the bottom of the figure, thus releasing the 
original thumb loops and keeping the tips of the thumbs pointing 
away from you. 

5 th. — Pass the thumbs away from you over the little finger string, 
and, turning them downwards and inwards, pick up this string on their 
backs and draw it towards you over the horizontal string at the 
bottom of the figure. Keep the thumbs still pointing downwards 
and the original thumb loops will slip off. 

6th. — Each thumb will now be in a triangle. Turn the thumbs 
upwards and on their backs, pick up the top horizontal leg of these 
triangles, drawing the strings through to the front and bringing the 
hands up into the normal position. 

7th. — Release the index fingers and draw the hands apart, when 
the figure as illustrated will be formed. 

To release the figure, lay it down on your knees, place the 
fingers in the spaces A and B y and draw the two horizontal strings 
apart. 
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THE SPECTACLES 

1 st. — Opening A and 
release the thumbs. 

2nd. — Pass the thumbs 
over two strings and pick up 
from below on their backs the next string. Release the little fingers. 

3rd. — Pass each thumb from below up into the index loops. 

4th. — Navaho the thumb loops. 

5 th. — Pass each first finger down into the loops which have just 
been removed from the thumbs. Extend by revolving the hands, 
thus letting the original index loops drop, lifting the index fingers 
upright, palms away from you and thumbs below. 

A short string should be used for this figure. 

141 

THE RISING TIDE 

1st. — Opening A. 

2nd. — Pass the thumbs away from you over the far thumb string, 
under the next three strings and up into the little finger loop. 

3rd. — With the backs of the thumbs pick up the far little finger 
string. Turn the thumbs downwards, inwards and to the front, thus 
bringing the far little finger string to the front of the figure and the 
hands up into the normal position. 

4th. — Put the thumbs up from below into the first finger loops. 

5 th. — Bend the little fingers towards you over two strings, and 
on their backs pick up from below the double far thumb strings. 

6th. — Navaho the lowest loop on each little finger. 

7th. — Lift off the single loops which run round each first finger 
ancfthumb, and drop them on the palmar side. Extend, with fingers 
horizontal, thumbs pointing upwards, palms facing each other. 

By twisting the wrists the tide may be made to rise and fall on the 
two pointed rocks. 
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The centre part of this figure is 
supposed to represent a caterpillar 
and as such is not very attractive. 
As, however, it can be made to 
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THE CATERPILLAR 



crawl up and down in a very worm-like manner, it never fails to delight 
children. The construction is fairly easy, and is as follows : 

1st. — Position one. 

2nd. — With the right thumb and forefinger catch the near thumb 
string close to the left thumb, and loop it once anti-clockwise round 
the left thumb. 

3rd. — Pick up this left thumb loop from the palmar side, on the 
back of the right forefinger and extend. 

4th. — Put the left forefinger down into the right index loop and 
on its back pick up from below the right palmar string and extend. 

5 th. — Pick up the left palmar string in the same way by the back 
of the right index. 

6th. — Remove the left hand from all the strings and turn the right 
hand palm downwards, fingers parallel with your body and with 
your thumb pointing towards you. 

7th. — Lift up the loop which is nearest to the tip of your right 
forefinger and put it over the lower loop on the same finger, thus 
bringing it nearer to the base of that finger. 

8th. — Bring the thumb and little finger of the left hand pointing to- 
wards you, in between the upper and lower far index finger strings, close 
to the index finger, and by separating them, pick up on the back of the 
little finger the lower far index string, and on the back of the thumb the 
upper far index string. Draw these loops off the index finger and extend. 

9th. — Put the index fingers up from below into the thumb loops 
and release the thumbs. 

10th. — Put the thumbs from above down into the index loops, pick- 
ing up on their backs the far index strings, and release index fingers. 

nth. — Bend the thumbs away from you over one string, and pick 
up on their backs the near little finger string. 



STRING TRICKS AND FIGURES 



97 



1 2th. — The next movement is difficult to describe, and beginners 
sometimes find it difficult to do. Bend each index finger down under 
the far thumb string and with the back of its extreme tip pick up this 
string. Bring the index fingers upright, turning the palms away from 
you, thus raising the far thumb string to the top of the figure. At 
the same time grip this string by each thumb against the near inside of 
each index finger, thus holding it in place. 

13th. — Draw the far little finger string down to the bottom of the 
figure by bending down the third and little fingers. 

14th. — Draw the strings taut and hold the centre of the figure down 
flat on your knee. If the palms are turned upwards and then down- 
wards the caterpillar will expand and contract, and by a little manipula- 
tion it may be made to crawl down your leg in a way which will 
delight all children and amuse many grown-ups. 

To release this figure drop the right first finger and the left thumb 
and pull apart the loops on the left first finger and right thumb. 

M3 

CUTTING THROUGH 
THE TREE 

1st. — Pass a cord twice 
round a tree as shown in 
Fig. 1. 

2nd. — Stick a knife into 
the tree below the cord. 

3rd.— Carry the right cord f-, p- z f - 3 

round the right side of the J 

knife and over to the left, holding it in the left hand, and carry the 
left cord round the left side of the knife under the other cord and 
hold it in the right hand (Fig. 2). Then carry the two ends round 
the back of the tree, bring them to the front and tie in a knot (Fig. 3). 

Remove the knife and the string will come away from the tree with 
the knot still intact. The right strand must always be on the top 
of the left one. 
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REMOVING THE LOOP 



Fig. 3 

This is probably the best and most mystifying of all the string 
releases. Hang one end of the loop on your assistant’s forefinger A y 
which must be held upright and straight, and pull the string taut and 
horizontal by placing the forefinger of your left hand into the other 
end of the loop at Z>. Bring your right hand palm downwards, 
thumb towards you, above the two strings and in line with your 
left shoulder. With the inside of your right middle finger C pick 
up the left-hand string from the left side and draw it to the right 
above the right string (Fig. 1). 

Push the middle finger down between the two strings and bring it 
pointing upwards by a clockwise turn, thus picking up the right 
string (which was to the left) on the thumb side of the middle finger. 
There are now two crosses on the string. Slide the righ{ hand towards 
your assistant and insert the right forefinger B (Fig. 2) from the right 
side and from below up into the loop close to his finger. Give the 
hand a counter-clockwise half turn, thus bringing the fingers 
pointing downwards and causing the right forefinger to pick up 
the strings on its sides. Raise the middle finger C up, turn it to the 
right and place its tip on the tip of your assistant’s finger (Fig. 3). 
Release your first finger and the loop round the finger of your 
assistant will come away. 
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This is a very old swindle usually worked at country fairs by 
three-card men and thimble-riggers for the purpose of parting the 
unwary from their money. 

A leather strap or a piece of webbing about an inch wide is 
folded apparently in the middle and made into a flat spiral on the 
table, as shown in the illustration, but with the coils close together. 
The game is to find the centre of the loop. The operator gives a 
pointed stick to his victim and offers to bet that he will not be able 
to find the centre. When the stick is pushed down into the centre 
the operator pulls the ends A and B together, thus uncoiling the 
spiral. No matter where the player places the point he cannot win. 
If he places it at C, when the ends A and B are pulled it will, of 
course, not be in the centre. If he actually does place it in the 
centre X the operator gives part A another turn, which has the effect 
of bringing it outside part B . When the two ends are pulled the 
point will be on the outside, so that the player always loses his 
money. The operator generally makes an extra small turn in the 
centre when he starts coiling up the spiral, to make it seem more 
difficult to find the centre. 

This trick may be shown by doubling a strip of paper nearly in the 
centre, placing a pencil in the fold and rolling the strip round it 
with the short end outwards. An extra turn with the long end 
will bring the pencil to the outside of the fold when the paper is 
unrolled. 



IOO 



WINTER NIGHTS ENTERTAINMENTS 




Take a piece of thick string about 3 feet long and, starting about 
9 inches from end A , make a few anti-clockwise turns round the left 
thumb, ending inside the thumb and gripping end A by the fingers 
of the left hand. Then throw a small loop on the end i 5 , making sure 
that the part B C is behind the string leaving the thumb. Grip the 
crossing of B C between the thumb and first finger, and grip the end 
B between the second and third fingers. Release part A from the 
fingers of the left hand and hold it between the thumb and forefinger 
of the right hand close to the end. Explain to your audience that you 
are going to pass A through the loop so quickly that they will not 
see how it is done. Make a few feints with the point of the string and 
then push it quickly to the left, making sure that the part D close to 
the thumb runs between the left finger and thumb and up the front of 
B . The part A will then be in the loop C and it will look as if it had 
been passed through from the front. You can now pull the end A 
out of the loop and give two or three more demonstrations. The 
second demonstration is usually the most convincing, as the spec- 
tators see the string actually removed from the loop and mysteriously 
threaded again. 

It is necessary to make at least six turns round the thumb. If you 
make only two or three, as shown in the illustration, the audience will 
notice that each time you thread the needle a turn is lost off the 
thumb. 

This trick is said to be used as a password by a tribe of Indians 
living in the North West of Canada. 
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THE FENCE 




1st. — Opening A and release the thumbs. 

2nd. — Pass the thumbs under all the strings and on their backs 
pick up from below the far fourth string and draw it to the front of 
the figure. 

3rd. — Pass the thumbs over one string, and on their backs pick 
up the far index string. 

4th. — Release the little fingers, pass them over one string, and on 
their backs pick up the far thumb string. Release the thumbs. 

5 th. — Bend the thumbs over two strings and pick up the near little 
finger string. 

6th. — Put the thumbs up into the index loops close to the fingers. 

7th. — Navaho the thumb loops. 

8th. — Put the index fingers down into the small triangles close to 
the thumbs, release little fingers, revolve the hands away from you, 
palms outwards, thumbs downwards, and index fingers upright. One 
loop will drop off each index finger, thus completing the figure 
shown. A fairly short string should be used for this figure. To break 
up this figure pull the horizontal strings apart. During the weaving 
of this figure the strings should be kept loose. 
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KNOTS, BENDS AND SPLICES 



NO. 



148. Overhand knot 


106 


149. Figure of eight knot 


106 


150. Reef knot 


106 


1 5 1. Grannie knot 


106 


152. Tom Fool knot 


106 


153. Bowline 


106 


154. Sheepshank 


107 


155. Running buntline 


107 


156. Clove hitch 


107 


157. Marline-spike hitch 


107 


158. Bow reef knot 


107 


159. Stevedore’s knot . 


107 


160. Bowline on a bight 


107 


161. Rolling hitch 


108 


162. Timber hitch 


108 


163. Topsail spar bend 


108 


164. Blackwall hitch 


108 


165. Middies* hitch 


108 


166. Catspaw 


108 


167. Sheet bend 


108 


168. Carrick bend 


108 


169. Weaver’s knot 


108 


170. Topsail sheet bend 


108 


171. True lover’s knot 


109 


172. Plait knot . 


109 



NO. 

73. Chain knot 109 

74. Simple shroud knot no 

75* Anchor bend no 

76. Wall. no 

77. Crown . no 

78. Matthew Walker. no 

79. Shroud knot 1 1 1 

80. Hangman’s knot . in 

81 . Vanman’s knot in 

82. Whipping a rope. hi 

82a. American whipping 1 1 1 

83. Whipping a fishing rod. in 

84. Turk’s head 112 

85. Turk’s head or bracelet. 112 

86. Fishing line knot 112 

87. Slinging a barrel . 113 

88. Short splice 113 

89. Eye splice 113 

90. Serving the handle of a 

hot water jug . 114 

91. Sandal knot of the 

ancients . 114 

92. Diamond knot 115 

93. Long splice 1 1 5 

94. The Monkey’s Paw . 116 
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THE ART OF MAKING KNOTS AND BENDS 



It is extraordinary how little the average individual knows about 
the art of making even the simplest knots. String is so cheap in these 
days that it probably does not matter much if the knots are so made 
that the string has to be cut because it cannot be undone. Neverthe- 
less, knots made in a haphazard way generally slip, always jamb in 
their turns, and are never so good for their intended purposes as 
properly made knots and bends. On shipboard, where rope is a very 
heavy item of expense, great care is taken to see that all knots are 
scientifically made, not only that they may serve their purpose as 
knots in the most efficient manner, but to ensure that they may be 
readily undone, and that during their life they will damage the rope 
as little as possible. Knots which jamb or work and chafe are never 
used at sea, and every knot is designed so that it will serve its purpose 
with the smallest number of parts. 

Look at the next parcel you receive from your draper. It will 
be tied with a thin string bent together at the ends in a most unholy 
tangle of slip knots which must be cut before the parcel can be opened. 
All these kinks and turns are necessary because each one is inefficient, 
but it is obvious that the whole milange cannot make the parcel more 
secure than the strength of the string will allow. A single reef knot, 
which is stronger than the string on which it is made, will tie the 
parcel more securely and can be undone with the greatest ease without 
damaging the string. The art of knotting is one of the oldest, and 
nearly all the knots and bends in use at the present day have been 
handed down from the very earliest times. In this section most of 
the knots and bends in general use are illustrated and are self-explana- 
tory. A few fancy knots are shown to introduce the subject to those 
interested. 

Notes are added where the method of tying or the use of the knot 
is not clearly conveyed by the illustrations. 
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148 149 150 151 152 

148 149 

OVERHAND KNOT FIGURE OF EIGHT KNOT 



150 

REEF KNOT 
GRANNIE KNOT 

This is an unsatisfactory knot, as it will slip and jamb. It is there- 
fore never used except by those who do not know how to make the 
equally simple reef knot. 

15 * 

TOM FOOL KNOT 

This knot, which cannot be made overhand, is used by sailors to 
tie up their belongings. They can tell if the parcel has been opened 
by a person who is not familiar with the knot, as anyone re-tying 
the parcel is sure to use an ordinary reef knot, which is so similar. 




BOWLINE 

This is a very cleverly designed knot which can neither slip nor 
jamb, and may be undone very easily. 
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i54 

SHEEP SHANK 

Used for shortening a rope. It is sometimes called the escaping 
prisoner’s knot, as the middle strand A may be cut and still bear the 
weight on the fall. When the prisoner has climbed down to the 
bottom, a shake of the rope will cause the hitches to come adrift and 
most of the rope will fall to the ground. 
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RUNNING BUNTLINE 



156 

CLOVE HITCH 




i57 

MARLINE-SPIKE HITCH 



158 

BOW REEF KNOT 



i59 

STEVEDORE’S KNOT 



160 

BOWLINE ON A BIGHT 
(or Boatswain’s Seat) 

This is made by throwing a hitch on the bight, passing the 
doubled part through it, then down over itself and up as shown, 
where it locks the hitch. 
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ROLLING HITCH 
This is a clove hitch with an extra turn. 

162 163 

TIMBER HITCH TOPSAIL SPAR BEND 



164 

BLACKWALL HITCH 



165 

MIDSHIPMAN HITCH 
1 66 



CATSPAW 




167 


168 169 170 


✓ 


167 


168 




SHEET BEND 


CARRICK 


BEND 




169 





WEAVER’S KNOT 



170 

TOPSAIL SHEET BEND 
A very secure bend. 
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171 172 173 



171 

TRUE LOVER’S KNOT 

Made by forming a clove hitch and passing the loops through each 
other. Also known as the handcuff knot, as it is often used to tie 
the wrists together. 



172 

PLAIT KNOT 
Used for shortening a rope. 

First loop up the rope as shown at the left of the illustration to 
the length required. Lay 1 over 2 then 3 over 1 and under 2 and so 
on, dipping the end of 3 through the loop as necessary. 
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CHAIN KNOT 

This is another and quicker method of rope-shortening. 

First make an overhand knot, but instead of passing the end through, 
form a bight only. Then pass the fall through from the back, thus 
forming another bight. Continue to the length necessary, finally 
passing the end through the last bight, thus stopping off the chain. 
To undo, remove the last hitch and pull on the end of the rope. 



no 
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174 175 176 177 

174 

SIMPLE SHROUD KNOT 



This knot was used for quickly repairing the shrouds in men-of- 
war after they had been shot away. A proper shroud knot is made 
by unstranding the two ends of the rope for a short distance, marrying 
them together and forming first a wall knot with the lower strands 
round the upper rope and then another wall knot with the upper 
strands round the lower rope. 

175 

ANCHOR OR FISHERMAN’S BEND 

176 

WALL KNOT 

This knot is made by undoing the strands for a short distance, 
passing each strand under the next one as shown and then pulling 
all three strands up tight. A double wall knot is made by following 
each strand round a second time. 



177 r 1 
CROWN KNOT 

This knot, similar to a wall knot, is made by passing each strand 
over the next one. Double and triple crown knots are made by 
following the strands round two or three times. Wall and crown 
knots are often combined by making first, a wall, and then crowning 
it. 

178 

MATTHEW WALKER KNOT 

This knot is the same as a wall except that each strand passes under 
the next two and then up through its own bight. 
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179 

SHROUD KNOT 
(See 174) 




180 181 
180 l8l 

HANGMAN’S KNOT VANMAN’S KNOT 




WHIPPING A ROPE 

First . — Lay the end A along the rope and whip until well secure^. 

Second . — Lay the other end of the whipping cord along the part 
already whipped, holding it in place with the left thumb (Fig. 1). 

Third \ — Continue the whipping with the part B> throwing the 
loop C over the end of the rope at each turn (Fig. 2). 

Fourth . — Pull on end D until the loop B C is drawn tight. 

182A 

In the American whipping the ends A and D are brought out at 
same place and then tied with a reef knot. 

183 

WHIPPING A FISHING ROD 

Proceed as in whipping a rope’s end, but when you have done 
sufficient take a few loose back turns as shown and put the long 
•ad under the last ordinary turn. Then finish the whipping until all 
the back turns are out. Pull out the long end through the last turns. 
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TURK'S HEAD 

Fig. 1. — Make a clove hitch round 
the article to be ornamented. 

Fig. 2. — Pass one end over and under 
each turn all the way round. 

Fig. 3. — Continue passing the ends 
over and under in turn. 

Fig. 4. — Follow the lay round, pass- 
ing the ends under and over evenly as 
often as desired. 



185 

TURK'S HEAD OR 
BRACELET 

Fig 1. Fig 2 . 

When the Turk’s Head can be fitted after it is made, to the article 
it is to ornament, the easiest method is to first make two bights in the 
middle of the rope as shown at Fig. 1 and seize all the three cords 
temporarily at A B. Then plait together parts C D and E y passing 
D and E through from side to side and dipping end C when necessary. 
Carry this right round and remove seizing from A B. Then follow 
this lead round with F and C as many times as required, finishing off 
the ends by tucking them under. Fig. 2 shows a thrde-part Turk's 
Head. 




186 

FISHING LINE KNOT 

Knot No. 174 is used by fishermen to tie lengths of gut together. 
The knot is a very secure one which does not waste any of the gut. 
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SLINGING A BARREL 

Stand the barrel on the middle 
of a short piece of rope. Pass the 
two ends up the sides of the barrel 
and make a knot as shown in 
Fig. 1. Then pull one part towards 
you and place it across the barrel 
about two-thirds of the way up. 

Pass the other part down on the opposite side, pull up and bend 
the two ends together as shown in Fig. 2. 





Unlay the ends of the two ropes and marry them together as shown 
in the figure. 

Then pass each strand over across one strand of the opposite rope 
and tuck it under the next strand. Do this to all three strands and then 
a second or third time. Harden well down into place. If a neat 
splice is required, taper the strands off after the second tuck. 



189 

EYE SPLICE 

Unlay the strands at one end of the rope and lay them on the 
standing part to the size of eye required. Pass a marlin spike under 
one of the strands of the standing part and pass one of the unlaid 
strands into the space left when the spike is withdrawn. Do the same 
with the other two strands, and follow round two or three times, 
tapering off if a neat-looking splice is required. 
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SERVING THE HANDLE OF A 
HOT WATER JUG 



Take a piece of string of the necessary length and cut it into two 
pieces, one piece being double the length of the other. Put a thumb 
knot on one end of the short piece and form a clove hitch in the 
middle of the longer piece round one end of the part to be whipped. 
Tuck the short piece under the clove hitch and tighten down. The 
clove hitch will hold the short piece and the thumb knot will prevent 
it slipping out during the whipping. You now have three strings 
fastened at one end of the handle. Pass one string round the handle 
and make a half hitch, bringing the crossing to the front of the handle. 
Draw it tight in the direction in which die hitch was made. With 
the second string make a similar half hitch round the handle in the 
opposite direction and with the third string make a half hitch in the 
same direction as the first one. Render all the cords up tight and 
touching each other. Keep on making half hitches in the same order, 
so that the handle will be tighdy whipped on the inside and ornamented 
with a three-part plait down the outside. Finish off by tucking the 
ends under. 
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THE SANDAL KNOT OF THE ANCIENTS s 

The ancients evidendy suffered from their sandal strings becoming 
undone, so they invented the sandal knot which is in use to this day 
in the mountainous parts of middle Europe. 

First make an ordinary double bow knot and draw it tight. Then 
pass the right bow through the left one and pull the end of the part 
running to the left bow, which will tighten the outside bow on to the 
neck of the inner one. The two ends will be uneven in length, 
exactly as shown on the ancient statues. To undo the knot pull the 
part going to the inner bow. 
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DIAMOND KNOT 

Fig. 1. — Start by throw- 
ing down a loop on A . 

Then throw a second loop 
and place it under the first 
one. 

Fig. 2. — Pass B under 
A , over C, under its own 
part and over D , thus 
making Fig. 2. 

Fig. 3. — Pass A over Sunder the three parts shown and up through 
the centre diamond space. Then pass end B over E under three parts 
and up through the centre space, thus making Fig. 3. 

Fig. 4. — Draw out A and B and render up the turns, thus making 
Fig. 4. 
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LONG SPLICE 

Unlay the strands at the end of each rope about twelve times the 
diameter of the rope, and marry the strands together as in a short 
splice. Put a temporary seizing on if required, to hold the centre of 
the splice together. Then unlay one strand still further, laying into 
the vacant space the corresponding strand of the other rope. Do the 
same on the opposite side. 

There will then be a long and short strand at each end and two long 
strands in the middle. Cut off the strands so as to make them all the 
same length and then tie them together with the lay of the rope. 
Tuck all six ends in as in a short splice, tapering off the strands as 
required. Harden down well into place with a mallet, but do not cut 
off the end of the strands too short until the splice has settled down 
into place. 
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This knot is made by taking three turns 
of the rope round the hand as shown at A 
in Fig. i, and then three turns B at right 
angles to A. Then three more complete 
turns C are made on the outside of B and 
inside A. A thumb knot D is ma&e on the 
end of the rope and tucked into the centre 
of all the turns. Then holding this thumb 
knot between the first finger and thumb of 
the left hand draw the turns back one at a 
time, thus enclosing the thumb knot in the 
centre. Gradually work all the turns back- 
wards until they are quite tight when the finished knot will be as 
shown in Fig. 2. 

If the knot is immersed in water it will be impossible to undo it. 
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NO. 

195. Lifting a chair 119 

196. Knocking over the cork 119 

1 97. Smashing the match-box 1 1 9 

198. Test of balance 120 

199. Bottling the cork 120 

200. Memory game 1 20 

201. Broomstick over the 

back 1 21 

202. Laying down the cork 121 

203. Trial of strength . 121 

204. Placing the pebble 122 

205. Blowing the coin 122 

206. Pebble and shovel 123 

207. Round the broomstick 123 

208. Gyroscope . . .124 



BU. 

209. Picking up the pin. 124 

210. The tall hat 124 

21 1. Lighting the candle 125 

212. The vacuum 125 

213. Another vacuum . 125 

214. The newspaper 125 

215. Blowing the match-box 126 

216. Revolving the scissors 126 

217. Card bridge 127 

218. Picking up the cork 127 

219. Spheroidal state of water 127 

220. Candle and funnel 127 

221. Skittles 128 

222. The squeaker 128 

223. Cock fighting . .128 
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LIFTING A CHAIR 



Lay a chair down on its back on the floor. 
Grasp one of the legs by its extreme end, lift 
the chair bodily, turn it up and set it on its 
legs again. Then place it down again, lay a 
book on the back of the chair and try once 
more. 



196 

KNOCKING OVER THE CORK 




Place a cork on the table. Stand 10 feet away. Take three paces 
forward, then close one eye and try to push the cork over with your 
finger. 



197 

SMASHING THE MATCH-BOX 

Balance the empty tr'ay of a match-box on its outside 
case as shown in the illustration. Ask a strong man to 
try to smash the box with a fair blow of his fist. 
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Lay an empty wine bottle on its side on the table and place a small 
cork just inside its mouth. Try to blow the cork into the bottle. 
This may be done by blowing through a straw on to the end of the 
small cork. 

200 ^ 

HOUDIN’S MEMORY GAME 

Place a number of small objects, such as coins, pencils, chessmen, 
etc. — about twenty-five in all — on a large tray, and cover them over 
with a cloth. Place the tray on the middle of the table and let the 
players all stand round so that they have a full view of the tray. The 
cloth should be removed from the tray for a few seconds and then 
covered up again. The players are given three minutes to write down 
as many objects as they can remember. The winner is the person who 
makes the most complete and correct list. 
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PUTTING A BROOMSTICK OVER YOUR 
BACK 

Grasp a broomstick with 
the two hands about 3 feet 
apart and hold it horizontally, 
palms upwards. Lean down 
and place the left end of the 
stick behind the left leg. Lift 
the left foot and pass the 
middle of the stick under the 
foot from back to front. Then pass the stick over the head, down 
the back, under the right foot and so back to the original position. 






Toe a line. Bend the knees and holding a cork in the right hand, 
place this hand and arm behind the right leg. Then lay the cork 
down as far as you can in front of the line, recovering your position 
without touching the ground with your hands. The winner is the 
person who lays the cork the greatest distance from the line. 



203 

TRIAL OF STRENGTH 

Place the palm of your hand on the crown 
of your head and ask someone to lift it off by 
pressing up your forearm from below. 
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Toe a line. Stoop forward on your toes, putting the palm of your 
left hand on the ground, thus supporting the body but not letting the 
knees touch the ground. With the right hand place the pebble as far 
away from the line as you can and regain an upright position without 
moving the left hand along the ground, i.e. y with a clear spring. The 
person who places the pebble furthest from the line is the winner. 

It is possible to place the pebble a great deal further out by the 
following trick, which does not infringe the rules laid down. Put 
the left hand down as before, but at such a distance that you can easily 
recover the upright position, z.e., only moderately far from the line. 
Then straighten out your legs, thus bringing the toes some way 
behind the line. Lower the body by bending the left arm until the 
1 nmesi.' r» 'in* ♦nW' f^f «. tri 1 -fsglti nrauu 

place the pebble at full arm’s length in front of the line. Press the 
body up by straightening the left arm, bring the toes up to the line 
and recover the upright position. It will be found that tne pebble 
can be placed at least 12 inches further away by this trick. 



205 

BLOWING OVER A SIXPENNY PIECE* 

Lay the coin down on the table cloth. You can blow it over on to 
the reverse side by holding the left hand, palm towards you, about 
6 inches behind the coin and resting on the table. If you blow in 
front of the coin it will turn over quite easily. 



•Or use a quarter or half dollar. 
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THE PEBBLE ON THE SHOVEL 



Hold a wide-mouthed navvy’s shovel horizontally in front of your 
body with the left hand near the iron end and the right hand on the 
handle. Place a small pebble in the middle of the shovel and with an 
upward movement of the left hand throw it towards your body, 
letting it fall down in the space between your arms and the handle of 
the shovel. Then with a quick circular movement of both hands 
horizontally and clockwise try to catch the pebble before it reaches 
the ground. Look out for your shins ! 

207 

ROUND THE BROOM- 
STICK 

Grip a broomstick, holding 
it horizontal, with the left hand 
palm upwards about 8 inches 
from the left end, and with the 
right hand palm downwards 
about 3 feet from the left hand. 

Then turn the stick into the vertical position and plant the short end at 
the left hand firmly on the ground. To do this you will have to bring 
your body approximately horizontal and parallel to the ground, your 
weight being supported by your arms and your legs stretched out 
straight. Turn over with your back to the ground, bring your head 
between the ground and your left arm, work your head and body round 
to the other side, thus facing the ground with the body still horizontal. 
Continue thus, eventually gaining an upright position. No part of the 
body except the feet may touch the ground during the game. Practice 
this game on the lawn and do not attempt it on a polished floor. 
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GYROSCOPIC PRECESSION 

Hold a bicycle wheel vertically, i.e ., in its normal running position, 
by gripping the ball-bearing spindles at both ends between the thumb 
and forefinger of each hand. With the second finger of the right hand 
spin the wheel at a fair speed by pressing on the spokes near the hub. 
Remove the left hand from the spindle and the wheel will remain 
balanced on the forefinger of the right hand. It will gradually precess 
towards the arm. Before it touches transfer the weight to the fore- 
finger of the left hand by placing the tip of the finger under the other 
end of the spindle. It will then precess in the opposite direction and 
may be transferred again to the right forefinger. 




209 

PICKING UP THE PIN 

Push a pin a short way into the seat of a chair on its left side (right 
when sitting in the chair). Sit down on the chair. Then turn your 
body to your left and bend round the back of the chair, remove the 
pin with your teeth and get back again into a sitting position on the 
chair. You must not touch the ground (you probably will), and your 
legs must remain on the chair. 



210 

THE TALL HAT 

Ask someone to point out with a walking stick on the skirting board 
of the room the height he thinks a tall hat is. Then bring in a hat and 
see if he has judged the height correctly. 
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LIGHTING THE CANDLE 

Lay a magnum bottle or a jar on its side on the ground. Sit on it 
with its axis in line with your body, your legs straight out in front of 
you, your right heel on the ground, and your left heel on the toe of 
the right foot. Lift a match-box from the ground on your left, open 
it, strike a match and light a candle placed on the ground on your 
right. 

212 

THE VACUUM 

Hold the left hand horizontally, fingers together, palm downwards, 
thumb nearest to your body. With the right hand place a piece of 
paper about 3^ inches square up against your palm. Then blow 
strongly through the space between your second and third fingers, 
at the same time removing your right hand which was supporting 
the paper against the palm. The harder you blow the tighter the 
paper will adhere to the palm. Cease blowing and the paper will fall 
to the ground. 



2I 3 

ANOTHER VACUUM EXPERIMENT 

Fill a tumbler with water (quite full) and place a sheet of stiff 
writing paper over the mouth of the tumbler so as to exclude all air. 
Put the left hand on the sheet of paper, hold it down in place and invert 
the tumbler. Remove the left hand, when it will be found that the 
water will not run out. 



214 

THE NEWSPAPER 

Lay a newspaper down on the ground so that two persons standing 
on it cannot shake hands with each other. To do this put it across 
the doorstep and shut the door, leaving one person outside. 
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Open out the case of a match-box and lay it down as shown. Lay 
the empty tray down in front and blow it through the tunnel from 
front to back. Then place the hand as in No. 205 ; blow against the 
open palm and the tray will come towards you through the tunnel. 



216 

REVOLVING THE 
SCISSORS 

Loop a pair of scissors 
over the two little fingers 
and let them hang down 
as shown in Fig. 1. Rock 
them slightly to and fro 
as a pendulum, and then 
turn them up, points 
facing away from you, 
then points upright, then 
towards you, down, and round again until the points a$e facing 
you, as shown in Fig. 2. The points of the scissors will, during 
this turn, have made about one revolution and three-quarters. 
Very few persons will be able to bring the scissors round more 
than one revolution. The secret lies in the fact that it is impossible 
to bring the points into the position shown in Fig. 2 unless the 
loops of the scissors are placed between the tips and the first joint of 
the little fingers. Nearly everyone will put their fingers farther into 
the loops, thus making it quite impossible to get the points to eome 
up to the position shown. 
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THE CARD BRIDGE 

Bend a visiting card down at right angles about half an inch from 
each short end to form a bridge. Lay it down on the table on the two 
bent edges and try to blow it over on its back. 

The secret is to blow down on the table about 8 or 10 inches in 
front of the card. 

218 

PICKING UP THE CORK 

Kneel down and place a cork upright in front of you about 18 inches 
away. Clasp your hands behind your back and try to pick up the 
cork with your teeth. Mind your nose ! ! ! 





219 

SPHEROIDAL STATE OF WATER 



If an iron spoon is made red hot and a drop of water is placed in it, 
the water will not boil at first, but will dance about on the top of a 
-layer of steam. When the spoon has cooled sufficiently the water will 
make contact with the iron and suddenly go off in a puff of steam. 



220 

THE CANDLE AND FUNNEL 




Place a candle in front of a funnel and try to extinguish it by blowing 
down the small end of the funnel. You can only do this if you lower 
the funnel until the top edge of the large end is in line with the flame 
of the candle. 
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SKITTLES 

Lay down three cotton reels on their ends on the floor in a line (like 
wickets), and at such distance apart that a tennis ball will just barely 
pass through between either pair. Put a penny on the top of each 
reel and bet at a penny a shot that the players cannot knock more 
than one over by rolling the ball from a distance of about io feet, 
the players to win the coins they knock over if they succeed in knock- 
ing off more than one at a time. This is the story which the showman 
tells at country fairs when he is working this profitable game. 

“ Roll the ball, bowl the ball, hinch the ball, pitch the ball, any 
way you tumble or toss ; two of the coins or two of the sticks, I don’t 
care which. You’re sure to win.” 




222 

THE SQUEAKER 

A wide blade of grass held and tighdy stretched 
as shown at A between the two thumbs with its 
edge to the front will squeak if the mouth is placed 
against the thumbs and a strong current of air is 
blown through the hollow space between the 
thumbs. The lips should be touching the thumbs. 




223 

COCK FIGHTING 

In this game two players sit down 
on their haunches, each with a broom- 
stick placed between their arms and 
their hocks and with their hands clasped 
in front of their knees. They then hop 
about the floor and try to knock each 
other over. Plenty of room and no valuable furniture within reach 
is advisable when this game is being played. 
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TOYS 



NO. 

224. Kinematograph 131 

225. The dovetail puzzle 13 1 

226. The dancer 132 

227. Square peg in a round 

hole 132 

228. Blowing a candle flame 

towards you 132 

229. Vacuum and pressure . 133 

230. String axle. 133 

231. Sucker 133 

232. The diver . . .134 



NO. 

233. Buzzer 134 

234. Snorer 134 

235. Mysterious top 135 

236. Radish sucker 135 

237. Stroboscopic disc 136 

238. Christmas tree candles 136 

239. Camphor boat 137 

240. Balancing a half-crown 137 

241. Spinning aeroplane 137 

242. The Columbus egg 138 

243. Jacob’s ladder . . 138 



224 

KINEMATOGRAPH 



- 

* 

Draw a series of pictures on the bottom right-hand corners of the 
leaves of a book. By riffling the leaves over with the thumb of the 
right hand the pictures will become animated if they have been drawn 
in steps like a kinematograph. A girl skipping is a simple example, or 
two boxers or boys on a see-saw work very well. To get a good 
result it is important to draw the figures on exactly the same relative 
area on each leaf. A series of V’s and straight lines to represent a 
flying bird works very well or an aeroplane dropping bombs is easily 
drawn. A set of two dots may be made to collide and fly apart and 
innumerable designs may be worked out by ingenious youths. 



2*5 

DOVETAIL PUZZLE 






A,/ 




Two pieces of wood, one boxwood 
and the other ebony, are joined to- 
gether so as to show a dovetail on all 
four faces. The easiest method to 
construct this puzzle is to make two 
dovetails in two cubes of wood in 
the ordinary way and then to plane 
off the corners as shown by the 
dotted lines so as to make a square 
having a diagonal equal to the sides of the original square. The 
pieces should be glued together before the four edges are planed off. 
If the bottom piece is hollowed out and filled with lead the puzzle 
makes a very useful paperweight. 



r, s i 
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THE DANCER 

Push two needles through a small cork at right angles to each 
other and on the ends of the needles stick four small squares of cork. 
To the four faces of the square fix small pieces of camphor, mount a 
cardboard figure in the centre on a pin and put the whole outfit into 
a basin of water. The dancers will revolve merrily until the water 
becomes contaminated. Use a large basin and pure camphor. 




22J 

SQUARE PEG IN A ROUND HOLE 




The illustration shows a board having round, square and tri- 
angular holes cut in it, and a plug to fit all three. The plug is a 
cylinder the same diameter as the round hole, its length equal to the 
sides of the square hole, and has the comers shaved off to fit into the 
triangular hole. All three holes must be the same height and the base 
of the triangle must be equal to the diameter of the circular hole. 



228 

BLOWING A CANDLE FLAME TOWARDS YOU 

Hold a card between yourself and a candle and blow against the 
card. The flame will be drawn towards the card. 
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VACUUM AND PRESSURE 

Take a cotton reel and make a cardboard disc about 
the same diameter. Punch three holes in the disc and 
with three pins mount it on the reel as shown. The 
holes should be an easy fit on the pins, and the pins 
should be upright so that when the reel is held verti- 
cally the disc will fall by gravity down on to the heads 
of the pins. Hold the reel vertically with the disc 
underneath. Push the disc up until it touches the 
reel. Then try to blow the disc away from the reel by 
blowing down the hole and at the same time removing the finger. 
The harder you blow the tighter will the disc stick to the reel. 

One pin only in the centre of the disc is almost as good. 




230 

THE STRING AXLE 

Punch a small hole from the outside in the lid of a tin cannister 
about 3 inches in diameter and pass a string through the hole with a 
knot on the outside of the lid. By running along a smooth pave- 
ment and holding the string at about the angle shown the lid can be 
rolled along at a high rate. 




231 

THE SUCKER 

Make a disc of leather about 3 inches in diameter and £ inch thick. 
Pierce a small hole in the centre of the disc and pass a thin string 
through it, fastening it with a small knot underneath. Wet the 
leather and stick it down on a wet smooth pavement. The average 
small boy will be unable to pull it upwards away from the stone. 




134 



WINTER NIGHTS ENTERTAINMENTS 



232 

THE DIVER 

Blow a small glass bulb with a capillary opening in the stem. 
The weight should be so adjusted that the bulb will just float stem 
downwards when placed in water. Put the bulb into a thin 16-ounce 
medicine bottle quite full of water, and cork tightly. Be careful not 
to burst the bottle. Hold the bottle in the hand, press the sides inwards 
and the bulb will sink to the bottom. By releasing the pressure it will 
rise to the top again. You can therefore make it rise and fall at “ the 
word of command ” in what seems to be a most mysterious manner. 

233 

BUZZER 

Make a cardboard disc about 2 inches in diameter and rather thick. 
Make two holes in the disc equidistant from the centre, and thread a 
closed loop through them as shown. Place the thumbs through the 
loops A and B and by giving one hand a circular motion, twist up the 
cord a few times. Pull the hands apart, which will cause the disc to 
revolve. Bring them together again as the disc reverses. After a 
little practice the disc can be spun at a very high speed and will give 
out a loud buzzing sound. 

The sound can be increased slightly by notching the edge of the 
disc. 





■■■ ' ■ 1 THE SNORER 

Take a plain piece of wood about 8 inches long by 2 inches wide and 
J inch thick. With a knife notch the edges all round. Make a hole in 
one end and fasten a piece of string through this hole. Hold the end 
of the string and revolve the snorer at arm's length in a vertical circle. 
It will give out a very weird moaning sound, similar to that which a 
Banshee ought to make. 
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THE MYSTERIOUS TOP 



A*c- 






This very ingenious toy can be made from a rod of hardwood 
about 9 inches long by § inch square. Form four or five smooth 
indentations on one edge of the square as shown. Drive a pin 
into one end to act as the axis of the disc. Then make a disc about 
2 inches in diameter from a lady’s visiting card with a hole in the 
centre the size of the head of the pin. Hold the stick upright in the 
left hand with the notches towards you, and place the disc on the 
pin. If you stroke the stick with a pencil held horizontally in the 
right hand up and down across the notches, the disc will rotate at a 
very high speed. By holding, the first finger of the right hand up 
against the side of the stick the disc can be made to rotate in the 
opposite direction. If the notches are well proportioned the disc can 
be made to rotate and reverse at will by stroking the notches with 
the fingers of the right hand thus : Hold the stick upright with the 
notches pointing slightly towards your right. Stroke the notches 
up and down with the nail of your second finger and rub the side of 
your first finger against the plain left side of the stick. This will start 
the disc revolving. Then turn the stick slightly in your left hand so 
as to bring the notches pointing to the left and stroke the notches 
with the nail of your first finger, holding the second finger against 
the right side of the stick. The disc will soon stop and then start 
revolving in the opposite direction. 

The onlookers cannot see that you have made any change and are 
very mystified when you make the disc stop and reverse at the word 
of command. 



236 

RADISH SUCKER 

A large radish, if cut in two across its greatest diameter, will lift 
a wet plate if the cut face is hollowed out slightly. 
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STROBOSCOPIC DISC 

Make a disc for the mysterious top and 
with ink draw on it the pattern shown. 
This pattern must be laid out accurately 
with compasses, and may be tinted in 
various colours. If this disc is revolved 
in the light of an electric lamp which is con- 
nected to the alternating current mains, very 
pretty stroboscopic effects will be obtained, the various sets of points 
stopping and sometimes going backwards as the speed rises and falls. 

The best effect is obtained by illuminating the disc by means of a 
neon lamp. One type known as the Osglim lamp, which is used as 
a nightlight, gives in a darkened room plenty of light for the purpose. 

Many other pattern discs can be made. Colour top designs are very 
effective. For example, make an eight-pointed star and paint it red. 
You will then get a colour from red gradually turning to white at the 
edges, or you can paint the points of the star blue and the spaces yellow. 



238 

FIXING CANDLES TO A CHRISTMAS TREE 

Unless the candles on a Christmas tree are fixed vertically they do 
not burn well and drip wax on the floor. A simple way to fix them to 

the tree is to make small bent- wire hooks thus : O’ — ^ ^ 

Heat the short part of the hook, stick the candle on to it and fasten 
a counterweight on to the long end as shown in the illustration. 
The counterweight may be made from a walnut or from any of the 
small ornaments used to decorate the tree. If the hook is hung over 
the branch the candle will stand upright even when the branch is 
inclined. 

Christmas trees are now usually illuminated by electric lamps, 
which are much more effective, but not much safer unless the lamps 
are fed from a wireless accumulator or motor-car battery. 




TOYS 
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CAMPHOR BOAT 



137 



Make a boat as shown in the illustration out of a flat piece of thin 
wood. Place a piece of camphor in the hollow at the stern so that it 
will just touch the water when the boat is floated. The boat will sail 
round a tub of water if the camphor is arranged a little to one side 
so as to act as a rudder. 



240 

BALANCING A COIN ON THE EDGE OF A TUMBLER 




Put a half-crown between the tines of two dinner forks as shown 
in the illustration and lay the side of the coin on the edge of a tumbler. 
With a little adjustment the whole outfit may be balanced quite 
securely. 



241 

THE SPINNING AEROPLANE 

Cut a strip of paper 12 inches long and \ inch wide. Fold it in the 
centre and twist the doubled end on itself for 3 or 4 inches. Then 
turn the two single ends outwards so that the paper is in Y form. If 
this is dropped from a height it will spin very rapidly as it falls to the 
ground. 



•Or use a quarter for this trick. 
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THE COLUMBUS EGG 

Make a small hole in the side of a hen’s egg and empty the contents 
with a blowpipe. When the interior is dry put in some fine sand 
until the egg is quarter full and seal up the hole with white wax. 
The egg may then be balanced in any position. Take another egg, 
and after emptying it, put in some small shot and a few pieces of wax. 
Hold the egg upright and heat gently over a gas flame. The wax will 
melt and stick the shot to the bottom, so that when the egg is placed 
on the table it will always stand upright, owing to the fact that the 
centre of gravity is near the lower end. 



2 43 

A JACOB’S LADDER 

Make about three dozen rings about an inch in diameter by winding 
a piece of wire round a rod to form a spiral and then cutting through 
each turn. Join the rings up as shown in the illustration. By holding 
ring A and dropping B and vice versa , the dropped ring will appear to 
fall from the top to the bottom. 




SECTION NINE 



PROBLEMS 



NO. 

244 . 


Cross word 


141 


NO. 

264. 


Quick calculation 


147 


245 . 


Alphabet sentence 


141 


265. 


Three very old ones 


147 


246. 


The drunkard 


141 


2 66. 


How many squares 


148 


247 . 


Striking clock 


142 


267. 


The hiker 


148 


248. 


Divining a number 


142 


268. 


Buying cigars 


148 


249 . 


Plural noun 


142 


269. 


The bookshelf 


148 


250. 


Cat and rats 


M 3 


270. 


Anagram 


148 


251. 


Eleven thousand . 


M 3 


271 . 


Lord Macaulay’s riddle 


149 


252. 


Train speed 


M 3 


272. 


Missing letters 


150 


2 53 * 


Choose your answer 


M 3 


2 73 * 


Weighing the sugar 


150 


254. 


Reversed numbers 


144 


2 74 * 


Arithmetical problem . 


150 


2 55 - 


Cricket average 


144 


2 75 * 


Weights problem 


150 


256. 


My father’s son 


144 


276. 


Magic square 


151 


2 57 « 


Reading backwards 


i 45 


2 77 * 


The eight draughtsmen 


151 


258. 


Average speed 


M 5 


278. 


The tailor's helper. 


152 


2 59 - 


Puzzle rhyme 


i 45 


2 79 * 


The farmer’s cows 


152 


260. 


Another rhyme 


M 5 


280. 


The sandwiches 


153 


261. 


Blind beggar 


146 


281. 


The snail 


153 


262. 


Puzzle sentence 


146 


282. 


The family. 


1 53 


263. 


Puzzle punctuation 


146 









Answers to the problems in this section are given on pp. 1 54—155. 
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CROSS WORD 

Here is a cross word which reads the same in four different ways. 
Try to discover others. 

S A T O R 
A R E P O 
TENET 
OPERA 
ROTAS 

245 

ALPHABET SENTENCE 

Here is a sentence which contains all the letters of the alphabet. 
Try to make up others : 

“ Pack my box with five dozen liquor jugs.” 



246 

THE DRUNKARD 

At one time the Mexican and the American dollar were at a discount 
of 10 cents on opposite sides of the border. A man goes into a 
public house on the Mexican side, buys 10 cents' worth of beer and 
tenders a Mexican dollar in payment. He receives an American 
dollar as his change. He then crosses the border to the American 
side, buys another 10 cent drink, tenders his American dollar and 
gets a Mexican dollar as change. He finishes the day dead drunk 
with his original dollar in his pocket. Who pays for the drinks ? 
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STRIKING CLOCK 

If a clock takes 8 seconds to strike eight how many seconds will it 
take to strike twelve ? 

If it takes 6 seconds to strike six, how many seconds will it take to 
strike twelve ? 



248 

DIVINING A NUMBER 

Ask someone to write down any three different digits, say — 

326 

Then to reverse them 623 

Then to take the difference 297 

Then ask him what his last digit is and you will be able to tell him 
the result. In this trick the middle number is always nine and the 
first and last digits together equal nine. If therefore you are told the 
last digit you can find the first one. 



249 

PLURAL NOUN 

A noun there is of plural number, 
A foe to ease and peaceful slumber. 
Now any other noun you take 
By adding “ s ” you plural make, 
But if you add an “ s ” to this 
Strange is the metamorphosis. 
Plural is plural now no more, 

And sweet what bitter was before. 



PROBLEMS 
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250 

CAT AND RATS 

If a cat and a half can kill a rat and a 
half in a minute and a half, how long will 
it take one cat to kill 60 rats ? 




251 

Ask someone to write down quickly ELEVEN THOUSAND 
ELEVEN HUNDRED AND ELEVEN. 



252 

TRAIN SPEED 

What part of a train, travelling at 50 miles per hour forwards, is 
moving backward? at about 10 miles per hour ? 



253 

CHOOSE YOUR ANSWER 

Write down the figures 1 to 9 in a row, omitting the figure 8, 
and multiply it by any multiple of 9, say 3 X 9 = 27 thus : 

12345679 
2 7 



86419753 

24691358 



3 3 3 3 3 3 3 3 3 



If you multiply the row by any other multiple of nine, say 6X9 = 
54 the answer will come out all sixes. 
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REVERSED NUMBERS 



Take any three different numbers 521 


Reverse them 


1 2 5 


The difference is 


396 


Reverse this difference 


6 9 3 


The sum will always be 


IO89 


If you try this with £ s. 


d . less than £12 the answer will always 



be £12 18 s. nd. 





255 

CRICKET AVERAGE 

Two bowlers during the season have each 
taken 28 wickets for 60 runs. One bowler in 
the next match takes 4 wickets for 36 runs, 
and the other takes 1 wicket for 27 runs. 
Which has now the best average ? 



256 

MY FATHER'S SON 

This is the problem the discussions on which have separated fami- 
lies. 

A person looking at a portrait said : 

“ Sisters and brothers have I none, 

But that man's father was my father's son." 

What relation was the speaker to the subject of the portrait ? 



PROBLEMS 
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READING BACKWARDS 

Read these backwards and try to make similar sentences : 

Madam I'm Adam. 

Able was I ere I saw Elba. 

Egad a base tone denotes a bad age. 

Roma ibi tibi sedes ibi tibi amor. 

258 

AVERAGE SPEED 

A man makes a trip by motor car at an average speed for the out- 
ward journey of 30 miles per hour and returns at an average speed 
of 20 miles per hour. What is his average speed for the whole 
journey ? 

2 59 

PUZZLE RHYME 

Off to the links is all the cry, 

For golf is man ******** 

Be not ******** n or slow 
* * + ***** hit the ball will go. 

The puzzle is to fill in the three words, using the same eight letters 
in each word. 

260 

Here is a similar one : 

When Euclid evolved the ******** 

Isoceles, scalene and what not 
He felt he had done with the tangle 
And staggered to bed with a hot tot. 

But others with genius unfaltering 
Found ******** a noun of such worth 
Making ******** fi r$ t and then ******** 

And ******** three words at a breath. 
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BLIND BEGGAR 

Here is one which is so obvious that it baffles even the most intel- 
ligent. 

The blind beggar had a brother who died. 

The man who died had no brother. What relation was the blind 
beggar to the man who died ? 



262 

DR. WHEWELL’S PUZZLE SENTENCE 

You o a o but I o thee 
o o no o but o o me 
Then will your o no o be 
But give o o I o thee. 

263 

PUZZLE PUNCTUATION 

(1) He said that that that that that woman said ought to have been 
which. 

(2) It was and I said not but. 

(3) Time flies you cannot they pass by at such irregular intervals. 

(4) I want more space between pig and and and and and whistle. 

(5) That that is is that that is not is not is not that it it is. 

(6) The murderer spoke fluently half an hour after he was beheaded. 

(7) Captain BBBB sent his CCCC to dig pot OOOOOOOO. 

(8) Esau Wood saw a saw saw wood as no other wood saw Wood 
saw would saw wood. Of all the wood saws Wood ever saw saw 
wood Wood never saw a wood saw that would saw wood as the wood 
saw Wood saw saw wood would saw wood and I never saw a wood 
saw that would saw wood as the wood saw Wood saw would saw 
until I saw Wood saw wood with the wood saw Esau Wood saw saw 
wood. 



PROBLEMS 
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QUICK CALCULATION 



Ask someone to write down a row of figures. 

Say he writes 

Then ask a second person to write down a row of figures. 
Say 

Then you write down a row, subtracting the last from 
99999 = 

Ask a third person to add a row, say 
Then you write down a row again, subtracting the last 
from 99999 = 

Then a fourth person adds a row, say 
Then you write your third row, subtracting the last from 
99999 = 



23614 

1 3 1 1 5 

86884 

16582 

83417 

12345 

87654 



Add all the rows together = 



323611 



You may write down the answer as soon as the first row has been 
written down. The total may always be found by taking the first 
number less 3 = 23611 and placing a 3 in front, making 323611. 



265 

Here are some very old ones which have stood the test of time. 

(1) If the B empty put : 

If the B. putting : 

(2) Stand take to taking. 

I you throw my 

Here is a puzzle for the Post Office. 

(3) Wood 

John 
Hants. 
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How many different squares are there in this 
figure and how many different triangles ? 



267 

THE HIKER 

When a hiker came to a cross-roads he found that the signpost had 
fallen to the ground. How did he find which was the correct road 
to take to continue his journey ? 




268 

BUYING CIGARS 

A man goes into a shop and buys 50 cigars for 50 
shillings. They obviously cost one shilling each. He 
then goes into a second shop and buys 100 cigars for 50 
shillings. This lot therefore cost sixpence each. He goes 
into a third shop and buys 75 cigars for 50 shillings.* 
How much do they cost each ? Is the correct answer ninepence each ? 



269 

THE BOOKSHELF 

If 100 books are placed on a bookshelf in the usual way in a row, 
and each book is 1 inch thick, how far is it from page one of volume 
one to the last page of volume 100 ? 

270 

HERE IS A VERY PERFECT ANAGRAM 

Change — Dangers of amateur physicking (into) 

The sick men pay for drugs again. 



•There are twelve pence to a shilling. 
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RIDDLE ATTRIBUTED TO LORD MACAULAY 

Come let's look at it closely 
’Tis a very ugly word 
And always makes one shudder 
Whenever it is heard. 

It mayn't be always wicked, 

It must be always bad, 

And speaks of sin and sorrow 
Enough to make one sad. 

If from the twelve letters 
You take off the first three 
You have the nine remaining 
As sad as sad can be. 

You seem to make it less, 

But in fact you make it more, 

For you take in the brute creation 
Which was left out before. 

Let’s see if we can’t change it, 

I think perchance we might, 

Instead of three and nine 
Let's make it fotir and eight. 

The change seems very little, 

But in truth 'tis very great, 

It must be very great, 

For only see what’s done, 

You’ve changed the ways of sadness 
To merriment and fun. 

Yes, four and eight, my friends, 

Let that be yours and mine 
While all the host of demons 
Rejoice in three and nine. 



I JO WINTER NIGHTS ENTERTAINMENTS 

272 

FIND THE MISSING LETTERS 

(1) GDLDPRTFRMPRTFRRTHDXXF 

R D D N S 

( 2 ) PRSVRYPRFCTMNVRKPTHSPRC 

P T S T N 

(3) D N T B RRWFRMTMRRW 
DNWRNGS KNWNS RRW 
F L S WH NLYLKFRGLD 
CMMNCMF RTS DNTHLD 



273 

WEIGHING THE SUGAR 



A grocer weighs a bag of sugar for a customer on a pair of false 
scales (unequal arms) on which it registers 45 lbs. The customer 
puts the bag on the opposite pan of the scales and finds that it now 
weighs only 20 lbs. What is the correct weight of the bag? 

274 

ARITHMETICAL PROBLEM 

Here is an example of an ancient type of problem. If five times 
four make thirty-three, what will the fourth of forty be ? 

275 

WEIGHTS PROBLEM 

What is the least number of weights which will allow you to weigh 
every pound from x to 40 lb. ? 




PROBLEMS 
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MAGIC SQUARE 



Mi 



5 


SO 


S9 


73 


6 / 


3 


63 


tz 


t3 


/ 


70 


55 


30 


57 


28 


7/ 


26 


St 


4 


J4 


3 / 


SO 


29 


60 


35 


69 


78 


76 


SB 


46 


39 


45 


40 


36 


24 


6 


7 


65 


33 


43 


4/ 


39 


49 


J7 


15 


74 


64 


49 


42 


37 


44 


34 


19 


8 


67 


to 


47 


32 


53 


22 


St 


72 


75 


66 


56 


27 


52 


25 


54 


// 


62 


/6 


69 


2 


23 


3 


2/ 


79 


/; 9 


70 


77 



23 


6 


19 


2 


15 


4 


12 


25 


8 


16 


10 


18 


1 


14 


22 


i 1 


24 


7 


20 


3 


17 


5 


13 


21 


9 



The above magic square of numbers from i-to 81 is still a complete 
magic square after each row is removed. 

The sum of each whole row = 369 
row of 7 — 287 
5 = 205 

3 = I2 3 

and the central figure 41 is the greatest common divisor of the above 
sums. The magic square on the right counts 65 in 40 ways. 



277 

EIGHT DRAUGHTSMEN 

Place 8 men on a draught-board so that none will be in line 
vertically, diagonally or horizontally. The illustration on page 155 
shows how this can be done. 
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THE WORKER AND HIS BOSS 



A worker who was employed by a tailor asked his boss for an 
increase in his salary. The tailor replied as follows: 

This is a leap year and it has 366 days. You only work 8 hours 
per day, which is one-third of the 24 hours. Therefore you really 
work one third of a year, which is equal to 122 days. You do not 
work on Sundays, so you have 52 days off every year. So 52 from 
122 leaves 70 days. You do not work on Saturdays, either, since 
we are closed, so you lose another 52 days, which, taken from 70, 
leaves 18 days. You take 4 Bank Holidays every year, which leaves 
you with 14 days, and since you get a fortnight’s holiday every 
year it seems to me you don’t work here at all. 

279 

THE FARMER AND HIS COWS 

A farmer died and left his seventeen cows to his three sons in the 
following proportion: To the eldest he left half the cows, to his 
second son one-third, and to the youngest one-ninth. They soon 

found that it was impossible to divide the legacy to satisfy these 

conditions. So they went to the local priest, who, after thinking the 
matter over, solved the problem in this way. He brought his own 
cow over to the farm, thus making 18 cows in all. He then gave 
to the eldest \ of the cows = 9 

second £ =6 

youngest J =2 

17 

This made up the original 17 cows, so he took his own cow home. 
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THE SANDWICHES 

Two hikers sat down at the side of the road to have a meal. The 
first had five sandwiches and the second three. Just as they were 
preparing to start a third hiker came along, and as he was without 
food they agreed to share the eight sandwiches equally. When the 
meal was finished the third walker said he would pay eightpence for 
his share of the meal, but a dispute arose as to the equitable division 
of the money. The first said that it should be divided in the pro- 
portion of 5 to 3. The second said that as all had eaten an equal 
amount, the money should be divided equally. The third walker 
said that the first ought to have sevenpence as his share, and that 
the second walker should only have a penny. Who was correct ? 

281 

THE SNAIL 

A snail climbs up a wall which is 20 feet high at the rate of 3 feet 
each day, but slips back 2 feet every night. How long will it take to 
get to the top ? 



282 

THE FAMILY 

Old Smith had a family of sons and daughters. Each daughter 
had an equal number of brothers and sisters, but each son had twice 
as many sisters as brothers. How many boys and girls were there in 
the family ? 



•You can substitute cents for pence in this puzzle. 



154 



WINTER NIGHTS ENTERTAINMENTS 



Answers to the Questions in Section Nine 

247. — 12^ seconds. — 13I seconds. 

249. — “ Cares.” 

250. — 90 minutes. 

251. — 12111. 

252. — The flange of the wheel below the rail. 

258. — 24 miles per hour. 

259. — The words are : IDOLATRY, DILATORY, ADROITLY. 

260. — TRIANGLE — triangle — INTEGRAL — AL TERING — 
RELATING 

262. — Translation 

You sigh for a cypher but I sigh for thee 
Oh sigh for no cypher but oh sigh for me 
Then will your sigh for no cypher be 
But give sigh for sigh for I sigh for thee. 

265. — Translation 

(1) If the grate be empty put coal on. 

If the grate be full, stop putting coal on 

(2) I understand you undertake to overthrow my undertaking. 

(3) | John Underwood, 

= Andover, 

) Hants. 

271. — Manslaughter. Slaughter. Mans laughter. 

272. — (1) add O’s. (2) = E’s. (3) add O’s. 

273. — V45 X 20 = 30 lbs. 

274. — 16 £. 

275. — If the weights may only be placed on one side of the 
balance the answer is 1 — 2 — 4 — 8 — 16 and 32 lb. If the weights 
may be placed in either pan the answer is x — 3 — 9 and 27 lb. 
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280. — The first walker was entitled to seven times as much money 
as the second walker. 

281. — 18 days. 

282. — 3 sons and 4 daughters. 
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MISCELLANEOUS 



NO. 

283. Boys climbing a wall . 159 

284. Handkerchief doll 159 

285. Five finger exercises 160 

286. Drawing an oval 160 

287. Reversing the marlin- 

spike 1 61 

288. Electrified paper 161 

289. Breaking the thumb 162 

290. Soap solution 162 

291. Blowing a triple bubble 163 

292. Opening flower 164 

293. Bubble in a barrel 164 

294. Balloonist 165 

295. Frame bubbles 165 

296. Fire pictures 165 

297. Every rose. 166 

298. Paddy Murphy 168 

299. Patsy McGilligan’s 

daughter 169 

300. We buried his corpse . 170 

301. Johnnie Johnnie 172 

302. Paddy Kane 173 

303. Solitaire 173 

304. Noughts and crosses 174 

305. Serviette ring 174 

306. Fox and geese 175 

307. Fox and geese 175 

308. Floating needle 175 

309. Die trick 176 

310. Croquet lawn . . 176 



nu, 

31 1. Cutting the melon 177 

312. Nine draughtsmen 177 

313. Cricket crease 177 

314. The mysterious apple 178 

315. Laying out a right 

angle 178 

316. Lay-out of a hockey 

field 178 

317. Lawn tennis court 179 

318. Fives court 179 

319. Racquets court 179 

320. Squash court 180 

321. Badminton. 180 

322. Rugby football 180 

323. Association football 180 

324. Baseball 181 

325. Lacrosse 181 

326. Curling 181 

327. Height finding 181 

328. Bowls 182 

329. Watch compass 182 

330. Counting up to fifty 182 

331. Cutting an apple. 182 

332. Smudgeography . 183 

333. Thermometer conver- 

sion 183 

334. Sweepstake. 184 

335. Morse code. 185 

336. Treasure hunt . 186 

337. Improvised stretcher . 186 
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BOYS CLIMBING A GARDEN 
WALL 

Bring the left forefinger and the right thumb and the right fore- 
finger and the left thumb together as shown in the illustration. Rotate 
the right hand (keeping the right forefinger and left thumb together 
and using them as a pivot), thumb towards you until the thumb is 
on top and at the same time rotate the left hand in the opposite direc- 
tion until the forefinger is on top. Bring the right thumb and left 
forefinger together. Use these latter digits as the pivot, and rotate 
the left thumb towards you and the right forefinger away from you, 
thus bringing them on top and in contact. 

Continue doing this and at the same time raising both hands until 
they are on a level with your eyes. Then reverse the motion, lowering 
the hands. Tell a story of this kind : 

Two little boys climbed up, up and up a garden wall to steal some 
apples which they saw growing on a tree. When they got to the top 
of the wall (here the hands should be level with your eyes) they 
looked over the top, but seeing the farmer inside they hurriedly 
climbed down again (here reverse the motion), got safely to the 
ground and ran away without being seen. 

284 

HANDKERCHIEF DOLL 

Tie a knot in the middle of one side of a handkerchief and twist 
the two upper corners to make arms. Hold the handkerchief by the 
two lower comers and by revolving the hands twist these comers up 
into legs. 




159 
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FIVE FINGER EXERCISES 

(1) Bring the palms of the hands together with the thumbs and 
fingers of the left hand touching along their length the corresponding 
fingers of the right hand, but with the second finger of each hand 
bent down on to the palm and therefore touching each other back to 
back. It will be easy to separate the thumbs, first and little fingers, 
but you will have some difficulty in separating the third fingers. 

(2) Hold the hands in front of you, palms facing the body, fingers 
horizontal and close together. Then separate the second and third 
fingers of the left hand, but keep the first and second and the third 
and fourth still in contact with each other. Do the same with the 
right hand. Then reverse the motion, separating the first and second 
and the third and fourth, but keep the second and third in contact. 
Then do exercise (1) with the right hand and exercise (2) with the 
left hand. 

(3) Bring the tips of the index fingers close together, palms facing 
you, fingers horizontal. Rotate the right finger in a vertical circle 
away from you, and at the same time rotate the left finger towards 
you. Reverse the motion and see how quickly you can do the exercise. 

(4) With the right palm rub your chest with a circular motion 
and at the same time pat the crown of your head with your left hand. 

(5) Put the tips of the fingers of the hands together, palms down- 
wards, fingers horizontal. Ask someone to try to pull your fingers 
apart by grasping your wrists and pulling in the direction of your 
fingers. 

286 

TO LAY OUT AN OVAL FLOWER BED 

Fix two pegs in the ground a few feet apart and make a loop from 
a piece of string about 3 times as long as the distance between the 
pegs. Place the loop over the pegs and draw the string taut by a 
marking point. Walk round the pegs, keeping the string taut by 
the marking point, and draw out on the ground the outline of the oval 
bed. 
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REVERSING THE MARLINSPIKE 

Hold a long pencil between the 
thumbs as shown in Fig. 1. Turn 
the hands round and bring the pencil 
into the position shown in Fig. 2. 

If this is practised a few times it can 
be done very easily and smoothly. 

Then ask someone to try to do it. 

Although the movement looks ab- 
surdly easy, nearly everyone who 
tries it for the first time will be quite 
unable to get the pencil into the posi- 
tion shown. It is easier to do the trick 
in the reverse direction, i.e . 9 to move 
from Fig. 2 to Fig. 1. Start with the 
pencil in the position shown in Fig. 2. Then cross the thumbs, putting 
the thumb of the right hand under the left thumb. Turn the right 
hand fingers pointing left, thumb downwards and palm facing away 
from you, and turn the left-hand, thurr)b upwards and gripping the 
pencil, fingers pointing right and palm facing towards you. Slip the 
right thumb under the left end of the pencil, and continue revolving 
the hands with the palms together until you arrive at Fig. 1. Then 
reverse the movements, thus going back to Fig. 2. 
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STATIC ELECTRICITY 

Lay a sheet of glass on two books so as to leave a space underneath. 
If the glass is rubbed briskly with a woollen cloth or a silk hand- 
kerchief which has been heated in front of the fire, small pieces of 
paper placed underneath the glass will jump up and down, because 
the glass has become charged by electricity. Little figures may be 
cut out of paper, or if small dice are cut out of elder pith they will 
jump up and then change their spots in a most baffling manner. A 
stick of sealing wax, if rubbed, will give a rather stronger effect. 
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BREAKING THE THUMB 

r\Aj / Place the hands together, palms hori- 

X I / zon tal, as shown in the illustration, bend- 

ing the thumb joints as nearly at right 
angles as possible, and with the second 
joint of the left thumb as nearly as possible 
in a straight line with the first joint of the right thumb. Then 
bring the first finger of the right hand over to the space A and across 
at right angles to the first finger of the left hand. The space A will 
thea_he_coveredL 7 and_an.y / rprson .1 ookine^ ftom_ the .front .will, think, 
he sees the left thumb only. 1 

Make a slight twisting movement with the right hand and draw it 
about half an inch to the right. It will look as if you had pulled off 
the first joint of your left thumb. If neatly done this trick is, for many, 
a little too realistic. 
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SOAP SOLUTION 

To blow bubbles which are sufficiently strong to last some time 
and to bear handling, it is necessary to have a properly prepared soap 
solution. Ordinary soap to which glycerine is added is much superior 
to the usual soap suds, but for the best effect the solution should be 
made according to the following formula recommended by Pro- 
fessor Boys. Care must be taken to follow the instructions exactly, 
and to see that only the best materials are used. 

To a litre of cold distilled water contained in a clear stoppered 
bottle add 25 grams of oleate of soda, and let it stand for a day. Then 
add 300 c.c. of Price’s glycerine and well shake. Let the stoppered 
bottle stand for a week in a dark place. Then by means of a syphon 
draw off the clear liquid, leaving the scum behind. Add 2 or 3 drops 
of liquid ammonia, and keep the bottle in a dark place. The liquid 
must not be warmed or filtered. 
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BLOWING BUBBLES 

The ordinary clay pipe is quite useless for blowing large bubbles, 
as it is impossible to drive enough air through the small stem. The 
best tool to use is a piece of tubing about \ inch in diameter. 

Cut a piece of cork about 1 inch in diameter and | inch thick. 
Pierce a hole in the middle of this cork the size of your tube, and fix 
it on to the extreme end. You now have a large base on the end of 
the tube and quite large bubbles may be blown without any difficulty. 
The best and simplest way to study the wonderful colours of the bub- 
bles and the curious angles and planes made by bubbles in contact 
with each other is to pour a little of the soap solution into a saucer or 
a plate and, by dipping the end of a small tube into the solution, blow 
the bubbles up, leaving them in contact with the plate. They can 
then be studied at leisure. 
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BLOWING A TRIPLE BUBBLE 

Pour a small quantity of soap solution into 
a saucer and set a cork in the centre. On 
the cork place a penny and on the penny a 
small cork from a medicine bottle. # Place a 
sixpence on the top of the small cork. Well 
moisten the corks and coins with soap solu- 
tion. Put the blow-pipe minus the cork end 
into the solution in the saucer and blow the large bubble, which will 
rise over the corks, until it is about 6 or 8 inches in diameter. 

Then dip the point of the pipe in the solution, raise it up and blow 
the second bubble, letting it rest on the penny. Withdraw the pipe. 
Dip it into the bottle of solution so as to wet it all the way. Push 
the end of it through both bubbles and blow the small bubble, letting 
it rest on the sixpence. By withdrawing some of the air with the pipe 
from the large bubble it may be made smaller and may be brought 
down on the inner ones, squeezing them all into a flattened spheroid. 
A small tube about the size of a straw is useful for manipulating the 
small inner bubble. 

•Or substitute a half dollar for the penny and a quarter for the six- 
pence. 
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Fold a small square of tinfoil from a cigarette packet diagonally 
several times, and with a pair of scissors cut out a six or eight-pointed 
star. Lay this on a cork and set it in the middle of a saucer. Moisten 
well with soap solution. With the blow-pipe having an enlarged end* 
blow a bubble, and let it rest on the middle of the tinfoil star, which 
will adhere to and be drawn up by the bubble. You can then enlarge 
or contract the size of the bubble, thus making the flower open and 
close at will. 

\ 
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THE BUBBLE IN THE BARREL 

Make two handled wire rings about 
3 inches in diameter. Blow a bubble 
and let it rest on one of the rings, 
which should previously be dipped in 
the soap solution. Bring the second 
ring down on the bubble parallel to 
the first one until it adheres to it. 
Then separate the hands, which will 
have the effect of drawing the bubble 
out into a barrel shape. Hold the 
bubble horizontally and get another person to blow a small bubble 
inside the larger one by pushing the blowing-tube through the 
cylindrical surface. Detach the small bubble by tapping the end of 
the tube. It will fall on the lower surface without sticking to it and 
may be rolled from one end of the barrel to the other. 
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THE BALLOONIST 

Cut out a small figure from paper, and attach it to a short piece of 
cotton. To the other end of the cotton fix a small disc of paper by 
passing the cotton through a hole at its centre and fastening by a 
small knot. Blow a bubble and stick the small disc to its lower surface. 

The bubble will float away, carrying the aeronaut with it. If the 
bubble is blown from a gas pipe it will, of course, rise much better. 
The best way to do this is to connect the blow-pipe to a gas bracket 
by means of a small rubber tube. By pinching the tube the flow of 
gas may be regulated very accurately. 
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BUBBLES ON WIRE FRAME 

Make a wire frame in the form of a prism and dip it 
in the soap solution, when a very beautiful figure will 
result. Try also a frame in the form of a cube and you will be able 
to form a wonderful pattern of plane surfaces meeting each other 
at angles of 120 degrees. Another interesting experiment is to tie 
a thread of cotton loosely across the diameter of a wire ring. Dip 
it in soap solution so as to form a film on the ring. The thread will 
float about anywhere on the film. Then with a spill of blotting paper 
remove the film from one side, when the thread will be drawn taut 
as the remaining film will at once contract so as to occupy as small 
an area as possible. 
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FIRE PICTURES 

Draw the outline of a horse, elephant or other suitable subject on 
a sheet of unglazed paper with a saturated solution of saltpetre. 
Allow it to dry thoroughly and make a mark at the starting point. 
Note that the outline should be continuous. Touch the starting point 
with the end of a glowing match, and the fire will follow round the 
saltpetre drawing. 

Paper may be rendered fire-resisting by dipping it in a saturated 
solution of washing soda. 
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COMMUNITY SONGS 

Here are six old songs which are not often heard. They are best 
accompanied by a piano and beer or by beer only. If you are required 
under penalty to sing a song which the majority of the audience have 
never heard before, you are sure to win if you choose one of these 
six. You can make up other verses to suit your audience. 
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EVERY ROSE GROWS BONNY IN TIME 




As 1. - went o ver bon • ny Moor-bill Ev - er y rose grows 



ji M> j g a I * ■ . i ri j i as 

bon-ny in time I met a wee lass, they calfd her Nell, She was 

^ H|j J - ' |j Ji ji i Ji $ ppiii iJi J -1 k i ^ J> ! )> M ji j= 

longing to be a true lo-ver of mine, She was longing to be a true to-ver of mioe. 

It’s questions three Til ask of thee 
Every rose grows bonny in time 
And questions three you must answer to me 
Before I will be a true lover of thine. 

Before I will be a true lover of thine. 

You must make unto me a cambric shirt, 

Every rose grows bonny in time. 

Without one stitch of your own needlework, 

Before I will be a true lover of thine. 

Before I will be a true lover of thine. 

You must wash it out in yonder well, 

Every rose grows bonny in time, 

Where water ne'er wet nor rain ever fell 
Before that you be a true lover of mine. 

Before that you be a true lover of mine. 
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You must dry it out on a blackthorn 
Every rose grows bonny in time, 

Which never budded since Adam was born, 

Before I will be a true lover of thine. 

Before I will be a true lover of thine. 

You must bleach it out on yonder green, 

Every rose grows bonny in time, 

Where flower ne’er budded nor grass never sprang 
Before I will be a true lover of thine. 

Before I will be a true lover of thine. 

Questions three ye have asked of me, 

Every rose grows bonny in time, 

And questions three you must answer to me 
Or I will not be a true lover of thine. 

Or I will not be a true lover of thine. 

You must get unto me an acre of land, 

Every rose grows bonny in time, 

Betwixt the salt sea and the sea sand, 

Before I will be a true lover of thine. 

Before I will be a true lover of thine. 

You must plow it all over with Adam's horn 
Every rose grows bonny in time, 

And sow it all over with one pickle of corn, 
Before you can be a true lover of mine. 

Before you can be a true lover of mine. 

You must reap it with one peacock’s feather, 
Every rose grows bonny in time, 

Then bind it up with the sting of a nether, 

Before you may be a true lover of mine. 

Before you may be a true lover of mine. 

And when you have done and finished your work 
Every rose grows bonny in time, 

You may call unto me for your cambric shirt, 

And then I will be a true lover of thine. 

And then I will be a true lover of thine. 
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PADDY MURPHY 





Turks Nor the I - rishBoard o’ Works, For theyYe spoil-ln’ all the drink in Con- ns -ma - ra. 




Says the Sul tan to the Czar of all the Roo - shias 




Nev - er mind a - boat the Imp - eror of the Proo • shins 



*- r p 

Pad - dy Mur pby he’s n tarror 



m 

it's s tact re -plied 



m 

the 
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PATSY M9GILLIGANS DAUGHTER 




I’m a da - cent I - rlah mao iVe a daughter Ma - ry Aon And she 




dre88-es in the ve - ry best of style-. She can speak both Dutch and 




Lat-in And she wears both «ilk and sat- in So the neighbours cornea-round for many a mile 




She’s a- dar - lin" she’s a dai - sy And her man-nera free and 




ai - sy She’s a mus-cle on her arm like an - y man 




And no mat - ter where she goes Sure ev - e - ry - bo . dy 



* 



|> Jv A 






knows That shell ffct-sy M? - Gil - li -gan'f dangh-ter Ma - ry Ann. 
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WE BURIED HIS CORPSE 





drop from his pa- ra-cbute Jer-ry was a big-ot and thought that he Could do the job as 




well. So be went and borrowed an old urn - brel - la Climb’d to the scaf-fotd (bis 




father was a labour- er) No-bo-dy was by so the poor lit-tle fel-low Jump’d off and down he 




fell. So we drew his club mo-ney this morn-ing To the sex -ton we gave 




warn • ing No more he’ll climb the scaf-fold For bis Sun - day clothes are 
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Miss Macguire thought that she 
Would like to be a tight wire walker, 

So she fixed the clothes line up in the air 
Out in our backyard. 

With the line stretched out from pole to pole, 

She started off to do the balancing, 

But the old line broke and down she fell, 

And was spilt upon the floor. 

Chorus . So we buried her corpse next morning, 
Without the slightest warning ; 

No more will Miss Macguire 
Perform upon the wire, 

For we buried her caw-orpse next morning. 



Now old Bill Rastus thought that he 
Would like to go on the waves a rowing, 

So he borrowed a basket and a bucket of tar, 

And off he set to sea. 

But the wind came up with great rapidity, 

Sent the craft down to the bo-ot-tom, 

And the very next day his ham-bones lay 
A mouldering on the shore. 

Chorus . So we buried his corpse next morning, 
Without the slightest warning ; 

No more he’ll go a rowing, 

When the stormy winds are blowing, 

For we buried his corpse next morning. 
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JOHNNIE JOHNNIE 

> J'- J| J| ' O * m 

Ob John - nie x John me but love is boo nie For a wee wee 

^..i^ :I J H p ,p pH 1 J V: ll 

while— when— it Is new But when its old love, it doth grow 




cold love, And fades a way like the morn - ing dew. 



Oh, Johnnie, Johnnie, you are a nice one, 

You are the first love that e’er I had ; 

Come, kiss me, Johnnie, before you go. 

Come, kiss me, Johnnie, before you go. 

My lips to kiss ye ne’er shall have, love, 

Nor in my arms ye ne’er shall lie, 

Until ye grant that one request, love, 

That often times you me denied. 

It’s ower the moss, love, ye needn’a cross, love 
Nor through the mire ye needna ride, 

For I ha’e gotten a new sweetheart, love, 

And ye may choose your own self a bride. 

Had I but known when first I kissed you 
Young women’s hearts were so ill to win, 

I would have locked it all in a chest, love, 

And screwed it tight with a silver pin. 
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PADDY KANE 


By 


the big turf fire and the hearth 


stone 


clane Sure there's 


4 J- 

not 


~$=f m L LJ 1 |J) j 

a na ter cab - in than that 0 


Pad - dy 


If * T 1 

Kane. 




To the ba - by in the era -die you 


can 


hear his good wife 



say Ar - rah go to sleep al lan-nah till I wet your dad-dy s tay 
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SOLITAIRE 

Solitaire is a very old game which has rather gone out of fashion in 
recent years, owing perhaps to the fact that all the games are very 
much alike. Here are two solutions. 
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NOUGHTS AND CROSSES 



This simple game has been a “ keep the children quiet ” ruse of 
harassed mothers since Stonehenge was built. A cross of four lines 
is made on a sheet of paper. The\ first player makes a cross in any 
square he pleases and the second a nought in any other square. The 
player who first gets three crosses or three noughts in a line is the 
winner, and has the right to start first the next time. As the starter has 
the best chance, it is better to let each player start alternately. The 
game can also be played with sixteen cells instead of nine. 




1 Fig. 2. 

(1) Place a ring between the forefingers and rotate it several times. 

(2) Turn the ring quickly into the position shown in Fig. 2. 

(3) Bring the tip of the forefinger of the left hand into contact 
with the tip of the right thumb and the left thumb to touch the right 
forefinger. This must be done quickly. 

(4) Then slowly increase the distance between the thumb and finger 
of the right hand, but keeping them in contact with those of the left 
hand. Tilt the hands slightly and the ring will fall to the table. Ask 
others at the table to try to do the trick. They will all start twirling 
the rings and very few will be able to get the ring to fall without 
separating the tips of their fingers. 
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FOX AND GEESE 

This simple game is placed on a draught-board. 

Four white men are placed on the four white squares at one end of 
the board and the fox on the middle black square at the other end. 
The fox can move forwards and backwards one square at a time, 
but always on the black squares. The geese can only move forward 
one space at a time and always on the white squares. The game is to 
hem the fox in so that he cannot move. 

3°7 

FOX AND GEESE 

The game may also be played on a solitaire board, thus : 

• • • 

• • • 



• O • 



There are seventeen geese and they may only move forwards or 
sideways, one hole at a time. The fox may move forwards, back- 
wards or sideways, but not diagonally. He may take geese by jump- 
ing over into a vacant space as in draughts. The game is to hem in 
the fox so that he cannot move. 
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FLOATING A SEWING NEEDLE IN WATER 

Lay a sewing needle (slightly greased) across the forefinger. Gently 
lower the finger into a bowl of water until the needle touches the sur- 
face. Lower the finger still farther, and the needle will be left behind 
and float quite easily. Then withdraw the finger gently from below 
the needle* If the needle is magnetised it will point north and south. 
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DIE TRICK 



Few are aware that the dots on the opposite faces of a die count 
seven. Hold a die between the finger and thumb, and show first one 
side, say the “ five/’ Then show the opposite face, but when turning 
over the hand to show the number underneath roll the die between 
the finger and thumb. The result will be that the audience will see 
the “ four ” instead of the “ two,” which is really on the side opposite 
the “ five.” 

Then hold the die down on the back of your hand with the “ five ’ ’ 
uppermost and ask someone to guess the number underneath. Anyone 
who does not know how dice are marked will at once say that the 
“ four ” is underneath. If he does, let him lift the die from your hand. 
If he knows that the “ two ” is underneath and says so, then turn 
the die round on a vertical axis, still keeping the “ five” uppermost. 
Lift it up to show the lower side and roll it between the fingers as 
before. This will change the number again, and you can in this way 
show that the “ one,” “ three,” “ four ” or “ six ” is opposite the five. 

Another trick of a similar nature is as follows : Hold two dice 

between the finger and thumb of the right hand so as to show two 
numbers, say the “four” and the “two.” If the corresponding 
“ four ” and “ two ” are covered by the right forefinger, when the dice 
are rolled between the thumb and forefinger the spots may be made to 
change their positions, i.e., the number which was nearest to the tip 
of the forefinger will then be nearest to the root of this finger. 
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CROQUET LAWN 

28 yards by 35 yards. There are six hoops and two pegs all spaced 
7 yards apart. Two hoops and two pegs are on the centre line. Four 
hoops are on the cross-lines drawn through the pegs. 
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CUTTING THE MELON 

This is the South African method of cutting a 
melon when serving it up on the dinner-table. 

A knife is inserted in the side of the melon and 
zigzag cuts made all round as shown in the illustration. The halves 
are then separated, the seeds removed, and other small fruit inserted 
in their place. The portions are served by continuing the cuts in 
each half down to the base. 
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THE NINE DRAUGHTSMEN 

The game is to remove all the men but 
one by taking them as in draughts, but 
diagonal, horizontal or vertical moves are 
allowed. The last man is to be left in the 
centre square. The moves are as follows: 
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CRICKET CREASE 

22 yards between stumps. Stumps 8 inches 
wide by 27 inches high. 
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THE MYSTERIOUS APPLE 

This trick would no doubt puzzle even King George III. 

Sew an apple round just under the skin with a needle and thread, 
letting the needle enter at the exit of each previous stitch. When you 
get round to the starting point cross the two ends of the cotton and 
pull on them until the loop comes right out, thus cutting the apple 
through the centre into two halves. Make another cut at right angles, 
or several such cuts if you wish. When the fruit is given to a child 
to peel it will be very astonished to find that the apple has been 
neatly cut into sections. A banana may be cut into several slices by 
the same method, three stitches only being required for each cut. 




B 




315 

LAYING OUT A RIGHT ANGLE 



When marking out a tennis court it is neces- 
sary to make the corners quite square. To do 
this put a peg A where one of the comers should 
come, or preferably at the end of the centre 
line. Then measure along the centre line A B 
a distance of 12 feet and hold the end of the 
tape line at B . Carry the tape round the peg A , round a temporary 
peg at C and back to B. Hold the 36-foot mark of the tape at B and 
then, stretching the tape by peg C, push this peg into die ground, 
where it coincides with the 21 -foot mark on the tape. The angle 
B AC will be a right angle, and the other lines can be built up on this 
as a base. 
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HOCKEY FIELD 



100 yards by 50 yards. 
1 5 yards from post. 



Goal 1 2 feet wide by 7 feet high. Goal line 
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LAWN TENNIS COURT 
78 feet by 36 feet (see Fig.). 




iom Unfits 
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FIVES COURT 

18 feet by 28 feet* 
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SQUASH COURT 

Length 32 feet. Width 21 feet. Front wall line 15 feet high. 
Back wall line 7 feet. Short line 18 feet from front wall. Service 
line 6 feet high. Board 19 inches from ground. 




Bot/mm/on. 
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BADMINTON COURT 

Double, 44 feet by 20 feet. Single 44 feet 
by 17 feet. 



Double Court u44‘*$o' 
Stngfe (ourt * 44* x //' 
A/gt S/A oft Centre. 



RUGBY FOOTBALL FIELD 



Not to exceed no yards by 75 yards. Goal posts must exceed 
11 feet high, placed 18 feet 6 inches apart and joined by a cross-bar 
10 feet from ground. Marked off with a centre line and 2 lines 25 yards 
from goal posts. 
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ASSOCIATION FOOTBALL FIELD 



Maximum length 130 yards, minimum 100 yards. Maximum 
breadth 100 yards, minimum 50 yards. Goal posts 8 yards apart 
and 8 feet high. Penalty area 44 yards by 18 yards. Goal area 
20 yards by 6 yards, centre circle 10 yards radius. 
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BASEBALL 

Field is a square of 90 feet each side. Pitcher stands 60 feet d inches 
from the home plate. First base is on pitcher's left, second base 
behind him, third base on his right. 
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LACROSSE 

Goals between 100 and 130 yards apart. Goal posts 6 feet high 
and 6 feet apart. Crease 12 feet square. 
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CURLING RINK 

Best length is 44 yar^s by 1 5 feet wide. Distance of hogscore is 
7^ yards from the tee. Diameter of tie = 14 feet. 
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HEIGHT FINDING 

To find the height of a tree or a building by means of a watch. 

Cut a narrow strip of stiff paper or card half as long again as the 
diameter of the watch, and bend the two ends at right angles thus 
| |. Stick the back of the paper to the face of the watch (by 

wetting it) so that the top edge is exactly in line with 9 minutes past 
XII and 21 minutes to XII. Then hang the watch on a string by the 
pendant and hold it up to the level of your eye, with the dial facing to 
your right. Look along the two top edges of the paper sights and walk 
backwards until the line of sight joining the two sights coincides 
with the top of the tree being measured. The height of the tree will 
be three-quarters of your distance from its base plus the height from 
your eye to the ground. 
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BOWLING GREEN 

About 30 yards square. 

329 

WATCH COMPASS 

To find the points of the compass by means of a watch. Hold jthe 
watch horizontally on your palm and orientate it in azimuth until 
the hour hand points to the sun. The south will be half-way between 
the hour hand and the figure XII on the dial. 
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COUNTING UP TO FIFTY 

This simple game may be played by any number of persons. The 
first person mentions any number not greater than six. The second 
person adds to this number any other number not greater than six 
and so on. The winner is the player who first reaches fifty. If there 
are two players only, the one who secures the numbers 1 — 8 — 15 — 
22 — 29 — 3 6 and 43 is bound to win. 
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CUTTING AN APPLE 

1st. — Cut the apple half-way through 
horizontally. 

f 1 1 f \— ) 2nd. — Cut the apple half-way through 

C | J at right angles to the first cut. 

ViU- 7 3rd. — Cut horizontally a quarter of the 

way round so as to join two ends of the 1st and 2nd cuts. 

4th. — Cut horizontally quarter of the way round so as to join 
the other two ends of the 1st and 2nd cuts. 

If the apple is peeled first it is rather a puzzle to put the pieces 
together again. 
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By writing or making marks with ink on 
a piece of paper along a creased line and 
then folding down the paper while the ink 
is wet all sorts of amusing figures may be 
made. Use plenty of ink ! A variation of 
this is to use bright paints. Very beautiful 
butterflies can be formed after a little prac- 
tice. If the pressing is done against a window 
pane you can see through the paper and make 
any adjustments necessary to bring the butter- 
fly to shape. 
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THERMOMETER CONVERSION 



To convert Fahrenheit degrees into Centigrade degrees: Deduct 
32 from the degrees F., multiply by 5 and divide by 9. Thus : 

212 F. = 212 
- 3 2 



180 
X 5 

9) 9 00 
ioo° C. 





To convert degrees Centigrade into degrees Fahrenheit: 
the degrees C. by 9, divide by 5 and add 32. Thus : 



ioo° C. = 



100 X 9 



4 “ 32 = 212° F. 



Multiply 



5 
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HOLDING A SWEEPSTAKE ON THE OXFORD AND 
CAMBRIDGE BOAT RACE 

If a sweepstake is arranged on the race in the ordinary way, so soon 
as the tickets are drawn all those who have received blanks lose any 
further interest in the result of the sweep. A better method' which 
keeps up the interest of all ticket holders until the race is over is as 
follows : 

When all the subscriptions have been collected the difference 
between the longest and the shortest time which the race is likely to 
take is divided up into seconds. For example, the record for the 
shortest time in which the race has been run is 18 minutes 29 seconds, 
and the longest race took 26 minutes. The difference between these 
times is roughly 8 minutes. Divide this into seconds, viz., 480 seconds. 
If there are, say, 50 tickets in the sweep each ticket is allotted a period 
of 9 seconds, and the winner is the person who holds a ticket marked 
with a time embracing that in which the winner actually finishes the 
race. A second prize may be allotted to the ticket embracing the time 
taken by the loser. The tickets should be marked thus : — 

1st ticket all under 18 minutes. 

2nd 18 minutes to 18 minutes 9 seconds. 

3rd 18 minutes 9J seconds to 18 minutes 18 seconds. 

4th 18 minutes i8£ seconds to 18 minutes 27 seconds. 

last all over 26 minutes. 

All the tickets are put into a hat and drawn against the names of the 
subscribers. Every subscriber thus gets a ticket which has a possible 
chance. If the race is won in 18 minutes 25 seconds the holder of the 
4th ticket is the winner. The subscribers can have quite an amusing 
time buying and selling shares in their tickets in proportions according 
to the probability of a win. 

Sweepstakes may be held in this manner on the Derby or, in feet, 
on any event which is accurately timed. Here are a few record times 
to guide promoters. 
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Derby, 2 minutes 32^ seconds. 
Kentucky Derby, 2 minutes 
Diamond Sculls, 8 



Wingfield 
100 yards 
120 
220 
440 

880 „ 

1 mile 

1 mile walking 
5 

10 



2 3 



1 

4 

6 

36 



50 „ 



1 hour 15 
7 » 5 2 



if seconds, 

M 

12 

9 s 

IT i 

47 § 

24 

57 

27 
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If more than one prize is arranged for a race, e.g., for tha ist, 2nd 
and 3rd, it will often happen that one ticket will win all three prizes 
unless the times on the tickets are more closely spaced round about the 
probable time which the race will take. 
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THE MORSE 



CODE 

N — . 

O 

P . . 

Q • - 

R — . 

S 

T — 

U — 

V — 

w 

X — — 

Y — . 

z . . 
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CHILDREN’S TREASURE HUNT FOR CHRISTMAS 
PRESENTS 

The presents should be distributed in various easily found hiding 
places in the house, and a direction ticket placed with each parcel 
telling the children where to look for the next present. A grown-up 
person should accompany the children to see that they do not go to 
the places in the wrong order or miss out any of the parcels. In the 
first place they should be told to look under the door-mat. They will 
there find a ticket on which is written, “ Look under the dining-table/* 
They all troop off to the dining-room, get the present from under the 
table, open it and find out to whom it belongs. With the parcel is a 
second card : “ Look in the bathroom cupboard.” When they have 
found the parcel there and discovered its owner, they read the ticket 
which was with it and on which is written, “ Boot cupboard,” and so 
on until all the presents have been found. The parcels should be 
hidden away in the order in which they are to be found. It is best to 
write out all the tickets beforehand, then all you have to do is to place 
a card with each present, go to the place indicated on that card and 
deposit the next parcel and card. This game will keep children amused 
all Christmas morning. 
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STRETCHER 

In the case of an accident a stretcher may be improvised by but- 
toning up two coats, turning the sleeves outside in and pushing two 
poles through the sleeves. 



